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THE GREAT MODERii 


“...the freshest premise of any computer football game in years... 
Beautiful SVGA graphics and solid gameplay.” 

Computer Gaming World 



Yiil/AH TD Intlbitti 


You want stats? You got stats! 
Track over loo different 
categories in single game 
or full season play. 


:Brpoks 


Reed 


:rrpr;.s's;‘'.‘br The best football gamcpiay to ever hit the PC 

Play Construction and Team 
Editor ever made! 



FOOTBALL. 


For More Info On Legends Football ‘97 Visit The Accolade Web Site At http://www.accolade,com 
To order direct, call 1-800-245-7744 





GAME Meets Three ♦ 

Legendary Eras 



It’s not always sunny on the 
gridiron - battle it out in snow, 
sleet, and rain. You’ll have to 
adjust your gameplan to win. 




20 man rosters require most 
of your players to play both 
offense and defense. Get 
ready to use Dan Marino as 
a defensive back or junior 
Seau at running back! 

The football is larger and 
harder to throw. Do you take 
a chance on the pass or grind 
it out with a running attack? 


Vi" 

.1950 


Rules favor the running 
game. 

Coal posts were placed in 
the front of the end zone. The 
"Post" pattern was commonly 
used to run defenders into 
the posts for an easy touch- 
down reception. 


Build a football dynasty like 
Dallas or San Francisco. Draft, 
trade, and manage players 
throughout entire careersi 

All the NFL teams a , 
eras of football; 1996, 1968, i950, and 1932! 

Incredible 3D ^aphics 

Advanced A.I. with team specific styles and 
coachiny strategies 

Intense multi-player action usiny the Gravis Crip 
Multi-player adapter 

"Time Travel” with teams to create fantasy matchups 
Action and Coach Mode play 



Play a little rougher on the 
receivers. You can hit them 
anywhere on the field until 
the ball is thrown... and it's 
all legal! 

Players like Dick Butkus ruled 
the gridiron, paving the way 
for the modern day player. 



JIM ^ 
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Lloblesn PC verson only Usenie Fcotball 97 and Sport AaaUde uttndemerks dAsahde. Ir^ ■•ISSSAfcotade Inc All ngJili reserved KR. Team Kames Iojm, helmei designs end uzufcriDdesipisut mderarks d the teen bdiMlad 
tffl 15 a rcgisietad irademaA of the tJaimnal Ftiolbali league. The PLAYERS IIIC logo is a trademerk ol the I/alional FoaHrall League Players 
in offioally licensed p-mduetd the KancnalFsolballUaFje Players NFL Properties fct, and the HFl Q'uarteilaekaub, In: Screens ihawn are Lmm the PC version imJAIictnie 'valid hr all .modem ch-yers end sehet e.-a pla/ersonly 

Circle Reader S6rv:ce 







Maces in your back. 
Boiling oil in your face 


( WUl the fun never end?) 


Free demo disks while supplies lust! 

To get yours, visit your local retailer. Or download your free demo and custom Lords II theme pack from our 
Web site at http://www.sierra.com/games/kirds2. Order your advance copy today by calling (800) 757-7707. 




Catapults are excellent for 
creating “backdoor" attacks and 
catching your rivals by surprise. 

Douse the enemy with boiling oil 
— but beware of flaming arrows! 


BuiW your oien mecliei'al inchttling stt'ords, mtices, 

pikes, crossbows, longbows, knight annor and pitchforks — 
hey, the peasants gotta have something to fight with. 


Storm Che 
castle using 
siege towers. 


Break down castle 
walks using the 
mighty catapult. 


Use the 
mini-map to 
plan troop 
positioning. 


When victory 
is imminent, 
use the 
“Mop-Up” 
tool to linish 
off the enemy. 



htid 1) 'scii 


All herald the arrival of Lords of the 
Realm II. It’s the late 13'’’ Century and 
the Crown of England is up for grabs. It’s 
time to sharpen your pitchforks. Round 
up your archers. And fortify your garrison. 
It’s a fight to the finish against your fellow 
lords. Where the winner becomes King. 
And the loser has bloody hell to pay. 

A sequel to the award-winning Lords of 
the Realm, this medieval strategy/action 
game separates the men from the boys. 
With challenging new tactics. Rich ani- 
mation. Armor-piercing weaponry. And 
real-time battles that are frighteningly 
authentic. An improved interface makes 
start-up easy. Plus, you can clash head-co- 
head via modem, or 4 lords can lay siege 
at one time via network. 

Prepare to smash your way to the throne 
in the battle of your life. Because in the 
end, you’re either King — or you’re dead. 


Impressions Designed by Impressions Software 


^ SIERRA' 


©1996 Sierra On-Line, Inc. ® Liiui/or desiniv.ite traJemarb of, or licensed to Sierra On-Line, inc. All rights reserved. Runs on Windows 95 or DOS. 
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■ 63 Cover Story ' ^ 

ISth Anniversary Special issue 


A fter 15 years of publishing the #1 
Computer Game Magazine, we’ve 
seen more computer games than 
anyone. Now, for the first time 
ever, we present our ultimate list of the best and 
worst PC games of all time, in this commemora- 
tive section, we stroll down memory lane to 
reward the greatest gaming accomplishments, 
castigate games that were ripped untimely from 
the development womb, sneer at the flakiest gam- 
ing peripherals, ridicule the worst excuses for 
plotlines, honor the most influential people in the 
gaming industry, and celebrate lots more of the 
best and worst of 15 years of computer gaming. 


134 The Next 15 Years 



H o one who played Star Trek on mainframes, much 
less PONG, could have envisioned the graphics, 
sound and playability of today’s games. Who knows 
what gaming will become in the next 15 years? Keith Ferrell, for- 
mer Editor of OMNI magazine, talks to noted designers and 
futurists to map out gaming’s destiny. 


T he 3D revolution may be slower 
in coming than everyone antici- 
pated, but the cards are finally 
hitting gaming beachheads. Contributing 
Technical Editor Loyd Case gets down in the 
trenches to separate the winners from the 
weenies in the 3D wars. 
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rilAT iAi\K ill* THK 


ROAM? SOMEOA'ls’S GO 'I"!’ A 
TAKE IT OUT. 


I A'EER SOMEOME I CAN 
UOSJA'T OK. SOMEOKE WHO’S 


MAiV ENOUGH TO RUN 


i'HROIIGI! MACHiP^'E GUN FIRl 


rO GET THE JOB MOKE. 


AKM AKRERSOK, 

THERE UOULR BE A MEMA; 
IK IT FOR YA. 




Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta 
wife back home. Damn good soldier. You give him an order and he figures 
out the best way to get the job done. So what's he doing cowering behind 
that bombed-out farmhouse? 

Savi ng his own butt . 

That’s what you should expect if you order him to do something crazy. In 

Close Combat eve'rything reacts like 
it does on the battl ef i el d , f rom 
the ripping canvas hiss of the German 
MG42 machine gun to the screams 
of the men it hits. It all goes down 
right in front of you. In real time. 

So there’s no time to thumb through 
the manual. You work your mouse like 
a weapon. Point and click and boom, 
the shooting starts the second your 
men step off Omaha Beach and it don’t let up 'til they've 
taken Saint - L6. Troops, terrain, situations-if you want 
■jou gonna take? to get any more accurate, you’ll have to shave your head. 
Wanna go head to head with other military geniuses? All you 


Americans vs. Geraansi 

Which.side you 
gonna take? 


Windows* 95 
Which side 


need is a TCP/IP connection. And guts. 

To experience Close Combat visit your nearest 
recruiter or head straight for^the battlefield 

at http://www.microsoft.coni/games/k1ckbutt/ 


Lovi-nlosd the trial 
version and start jour 

basic training todaj'. 


Microsoft 

Where do you want to go today?'“ 


©1996 Microsoft ‘Corporation, All rights reserved. Microsoft and W1 ndows are 
registered trademarks and Ufrere do you wint C« go toddy? is a iradcmarii of 

Microsoft Corporation. Mac Is a trademark of Apple Computer, Inc . 

J 1996 Atonic Games. I iic, Al 1 rights reserved. Atomic. Atomi C Games 
and the Atomic Games logo are trademarks of Atomic Games. Inc. 




JUST THE FAQS 


A 


W hat’s on the demo disk this 
month? How can I find what I 
want and use it? What sort of abom- 


inations did the voice-over actors on 
the CD-ROM commit this month? 
What’s happening next month? 



Whafs On 
The CD? 

This month’s CG- 
ROM celebrates 15 
years of outstanding 
computer game cov- 
erage in CG\N. View the magazine’s top sto- 
ries from the last 15 years, hear the 15 best 
game soundtracks of all time, and check out 
the 15 cooiest game designs from our read- 
ers. Pius, the Multi-mediocre Piayers make an 
excruciatingly bad piay of the games we'd like 
to see made, and the games we never want to 
see again. (Phoney accents exaggerated to 
protect the guiily.} 

Quake fans-you’i! find the shareware ver- 
sion of the game, plus deadly tactics and 
exciusive ievei maps to guide you to the 
goodies. For simulation fans, we have an 
exclusive of Philips’s Net Duel (the Internet 
version of Fighter Duel), and an exciusive 
radar tutoriai lor Military Simuiations’ Back to 
Baghdad. For the Strategy Game enthusiast, 
we have exclusive WarCraft ii scenarios and 
tips, and five additional scenarios for SSI's 
Fantasy General. 


How Do I Use It? 

If you have Windows 95, installation is sim- 
ple: The CD is Autoplay enabled-just lock 
’n’ load. Otherwise, from Windows 3.x, select 
Run from the Program Manager menu, and 
type "D:\RUN-ME" (where D is the letter of 
your CD-ROM drive) to run it straight from the 
CD. Then type '‘D:\INSTALL" to create a CGW 
program group on your Windows desktop. If 
you have installed previous versions of the 
CG-ROM, this disc will use the program 
group already on your desktop. 

How Do I Play 
The Demos? 

To view the demos, first click on Editors’ 

Hot Picks or Product Demos. Next, click on 
your favorite genre: Action, Adventure. Simu- 
lations, Sports or Strategy. Then click on the 
title of interest. Each demo has its own 
instructions for installation. 


How Do I Get 
The Patch Files? 

Click on Patches under the CGW Features, 
and then read the text window, which has 
instructions on copying the files to your hard 
drive. You can also access the patches from a 
DOS prompt by typing "D:\PATCHES" (where 
D: is the letter of your CD-ROM drive) and 
copying them directly from there to your hard 
drive. We strongly recommend that you back 
up any previously saved games before 
installing a patch, as this may overwrite your 
existing program. 

How Do I Get The CG-ROM? 

Newsstand issues come in two flavors: with 
and without the CO. Each type is clearly 
marked, it you can’t find the version you want 
in the store you frequent, encourage your 
retailer to carry it (or subscribe to ensure that 
you get a CD every month). To subscribe, 
simply call (303) 665-8930, and specify that 
you want the CD-ROM version. 

How Do We 
Classify Games? 

Action/Arcade (AC): The emphasis is on 
hand-eye coordination and reflexes, usually 
emphasizing fast play over story or strategy. 

Adventure (AD): Games wherein you con- 
trol an alter ego and move through a story line 
or sequence of events and puzzle-solving takes 
precedence over conversation and combat. 

Classics/Puzzles (CP): Classics are old 
stand-bys and parlor games that appeal to 
many different types of gamer. Examples 
include: backgammon, bridge, chess. 
Monopoly, parchesi. Risk, and Solitaire. 

Puzzle games are computer games which 
emphasize spatial relationships, word games 
and/or problem-solving without requiring 
gamers to follow a storyline. Examples would 
be: Shanghai. Tetris and Zig-Zag. 

Role-Playing (RP): RPGs are a subset of 
adventure games, but stress character develop- 
ment, often through improving stats or other 
attributes. Conversations with non-player char- 
acters (NPCs) and tactical combat are general- 
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ly more important than in Adventure 
games, Finaily, the game world tends 
to be iarge, and the piot less linear, 
often with some quests/ 
treks outside the main story line. 

Simulations (Si); Mighiy reai- 
istic games from a first-person 
perspective: you may drive a real- 
isticaliy simuiated race car, fiy a 
miiitary aircraft with a meticulous 
physics modei, or swoop through 
a detaiied sci-fi environment, 
Usuaiiy poiygon-fiiied technoiogy 
is used to buiid the simuiated 
worid on the fly. 

Sports (SP); The sports game 
category is a broad genre which 
includes action (NBA Live) and 
strategy games (Front Page Spoftts 
Football Pro) based on sports. 

Strategy (ST); Problem-solving, 
short- and long-range planning are 


the keys here. These games almost 
always emphasize resource and risk 
management. This genre includes 
conflict-based sci-fi and fantasy 
games (X-COM, Outpost, MOO), as 
well as “pure" strategy games and 
“software toys" such as SimCity. 

Wargames (WG); A subset of 
strategy games, these recreate his- 
torical conflicts from a command 
perspective. They may be tactical, 
operational, or strategic, and stress 
anything from logistics and fire- 
power to morale and leadership. 
They may be simple (Panzer 
General, Empire II) to incredibly 
detailed and complex (Pacific War). 

What Is CGW's 
Reviews Policy? 

1) We only review from the final 
copy of the game. Though it has 


become popular among PC gaming 
magazines to review from late beta 
copies, we feel that the reader is 
best served by having the reviewer 
look at the same copy of a game 
that the readers will find on the 
shelves. While we recognize that 
this causes some delay in coverage, 
we believe the reader is better 
served by such caution. 

2) We expect our reviewers to fin- 
ish the game. We want our readers 
to be assured that we do not review 
based on immediate or early 
impressions of a game. Our review- 
ers give a game ample opportunity 
to show its quality. In some cases, 
bugs make it impossible to finish a 
game, but we identify situations 
where that has occurred. 

3) We make every effort to match 
the reviewer to the game. We take into 



y GAMES AND GOODIES ON THE CG-ROM 


DEMOS AND STUFF 

PLATFORM 

DIRECTORY 

EXECUTABLE 

Back to Baghdad, Walkthru 

Win 

via CD interface 

NONE 

Diablo 

Win 95 

DEMOS\DIABLO 

DIABLO.EXE 

Eradicafor 

DOS 

DEMOStERAD 

INSTALLEXE 

Fantasy General Scenarios 

DOS 

DEMOS\FANTGEN 

INSTALL.EXE 

Fighter Duel 

Win/DOS 

DEMQSIFDDEMO 

fNSTALL.BAT 

FPS Pro Baseball ’96 

Win 

DEMOS\SIERRA 

SETUP.EXE 

GURPS 

Win 

DEMOS\INTRPLAY 

GURPSI.AVI 

Hong Kong Mabjong 

Win 

DEMOSiHKMJ 

HKMJ.EXE 

Hyperblade 

Win 95 

DEMOS\HBDEMO 

SETUP.EXE 

interstate 78 

Win 95 

DEM0S\I76 

I76PR0M2.AVI 

MechWarrior 2: Mercenaries 

Win 

DEMOS\MERCS 

MERCS.AVI 

Nemesis: The Wizardry 

DOS 

DEMOS\NEMDEMO 

INSTALLEXE 

Net Duel 

Win/DOS 

DEMOSINETDUEL 

NONE 

Patches (for various games) 

n/a 

PATCHES 

NONE 

Quake 

DOS 

DEMOS\SHAREWAR\QUAKE 

INSTALL.EXE 

Quake Maps & Acrobat 

Win 

DEMOS\QUAKEMAP 

ACROREAD.EXE 

Quake Tutorial, Shareware 

DOS 

DEMOS\QTUTOmSHRWARE 

NONE 

Quake Tutorials, Registered 

DOS 

DEMOS\QTUTOR\DEATHM 

NONE 

Ravage 

Win 95 

DEMDS\RAVAGE 

RAVPLYR.EXE 

Spiderman 

DOS 

DEMOS\SIXDEMO 

SETUP.EXE 

ToonStruck 

Win/DOS 

DEMOS\BURST 

INSTALL.EXE 

Virtua Fighter PC 

Win 95 

DEMOSWFPC 

SSP.EXE 

WarCraft 11 Scenarios 

DOS 

DEMOS\WAR_SCEH 

NONE 

WarCraft II Tips 

n/a 

via CD Interface 

NONE 

Wasteland 

DOS 

DEMOS\INTRPLAYlWL 

WL.EXE 





BUNG I E introduces MARATHON 2: DurandaL, the highly addictive game for Windows 95 that gives you a 
variety of ways to'kttl back*stabbing co-workers and shallow friends. Wielding a tasty arsenal of weapons, you’ll 
enjoy 27 cooperative levels of Marathon plus 13 levels designed just for network carnage, such as Kill The Man 
With The Ball and King Of The Hill. WIRED MAGAZINE says: "Marathon comes on like a relentless fuel- 
injected nightmare." When you find yourself sitting in a puddle of your own bodily fluids unable to move or 
speak, you'll probably agree. MARATHON 2: DURANDAL. HOW WILL IT RUIN YOUR LIFE?' 


VISIT OUR WEBSITE AT WWW.BUNGIE.COM, OR CALL 1-800-295-0060 FOR MORE INFORMATION. 
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consideration the preferences, back- 
ground and possibie biases of the 
reviewer and, where possibie, we find 
peopie with actual iife experience or 
speciai backgrounds that match a 
game. We believe this policy enhances 
both the credibility of the review and 
the enjoyment of gameplay when the 
real world and the game world are 
competently compared. 

4) We do not accept tree travel 
from software or hardware compa- 
nies. We believe such gilts have a 
tacit assumption ol coverage 
attached to them. We will only cover 
such events/launches as we believe 
will benefit our readers. 

What's Up Online? 

Addict them first, charge them 
later. Distributing Shareware via the 
Internet has proven to be a great 
promotional channel for marketing 
games: case in point, id Software 
and its Doom, HenETrc, and 
WoLFENSTEiN 3D, all Of which helped 
created the biggest little name in 
the software industry. See which 
games made CStfs list of top 15 
shareware games of all time (hint: 


all of the above). Download these 
greatest-shareware games from our 
AOL site, and see for yourself just 
how addicting they are. 

Coming Next Month 

Our annual Holiday Buyer's Guide 
returns with more than 50 pages of 
gaming goodies lor the holidays. 
The CGW staff is sifting through 
mountains of new and pre-release 
games to show you the BEST ones 


HOLIDAY 



in every category, plus hardware, 
stocking stutters and children's 
edutainment, It’ll be huge and help- 
ful, so check it out. 



OulstandlnQ: 

The rare game 
that gets it all 
-right, The graph- 
ics, sound, and 
gameplay come 
together to form a 
.Transcendent , 
:Gaming 

Experience. Our 
strongest buying 
.recommendation. 


I Very Good: A 

I high-quality game 
I that succeeds in 
i many areas. May 
I have minor prob- 
I terns, but is still 
S worth your money, 
j espedailytt 
j you’re interested 
I in the subject 
! matter or genre. 

[ . ■ ■ 


Average: A 

mixed bag. Can 
be a game that 
reaches for the 
stars, but falls 
short in several 
ways. Can also be 
a game that does 
what it does well, 
but lacks flair or 
originality. 


Weak: A game 
with serious prob- 
lems. Usually 
buggy, seriously 
lacking in play 
value, or just a 
poorly-conceived 
game design- 
you should think 
long and hard 
before buying it. 


Abysmal: The 

rare game that 
gets it all wrong. 
This is reserved 
for those products 
so buggy, i!l-con- 
ceived or value- 
less that you won- 
der why they were 
ever released in 
the first place. 


ULTIMATE 

GAME 

MACHINE 

December also marks the third 
year of our highly acclaimed Ultimate 
Game Machine roundup, if you need 
a hot new gaming system, see next 
month’s issue for a complete evalua- 
tion of (he hottest machines 
designed specifically for gaming. 
We’ll test and rank the hottest rigs 
from Falcon Northwest, Compaq, 
NEC, Sony and Toshiba (providing 
they deliver them on time), and 
update you with new information on 
Zephyr and Gateway machines. 

Hot Reviews For 
December 

• Deadlock 

• Jagged Alliance: Deadly 

Games 

• The Elder Scrolls: Daggerfall 

• NHL Hockey 97 

• John Madden Football 97 

• Star Cowtrol 3 
•F-22 

Sneak Previews 
Next Month 

• Descent to Undermountain 

• iM1A2 Abrams 

• MechWarrior 2: Mercenaries 

Disclosure 

As a matter of record, CGW vol- 
untarily maintains a list of compa- 
nies in which SoftBank, the parent 
company of Ziff-Davis Publishing 
Co., has an interest. It is available 
online at http://www.zdnet.com 
/gaming/disclaim, html and is up- 
dated when we become aware of 
such investments. 
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Use your brains and shotgun blasts t(S shatter the 
spell that has kept the island in a horrific limbo. 


Afraid? Don't be. Visit your favorite retail haunt or to order direct, 
dial 1-800-336-3506, or summon us on the Web: www.3DO.com/studio3do 


pn.(in1in ol th«ir tevpKitve mneti. 

I UK The 3U0 Cemperpy. All leeeived. 
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GUEST EDITORIAL 


r 

15 Yeare Of 
Playing To Win 



CGW Founder Russell Sipe Reflects On The Magazine's History 


I sil here at nearly mid- 
night typing on the 
same keyboard that I 
used a tew minutes 
before to send frenetic 
commands to my 
battle-weary troops. 
Click! Group One; 

Move to the river crossing. 

Click! Group Two: Move south 
and fire on the forces before you. 
ClickI Group Three: Regroup. 
Fighting three opponents, I had 
rushed my troops about in a des- 
perate effort to prevail in an 
Internet online game of COMMAND 
& CONQUER. The battle is over, 
dozens of vehicles destroyed, and 
even more troops sent to their 
electronic graves. Here I sit, the 
adrenaline rush subsiding, coming 
back to earth. Suspension of dis- 
belief suspended. 

Oddly enough, in many ways 
tonight was a lot like a night some 


15 years ago when I sat in front of 
a different computer, turned my 
little single-prop aircraft around at 
about 24,000 feet, and aimed it at 
a postage-stamp-size grid floating 
far below me on the computer 
screen. On that night I was mes- 
merized by a tiny wire-framed grid 
representing the world of FLIGHT 
SIMULATOR. My Apple II served as 
my aircraft’s Control Panel as I 
began the long descent back 
toward the world as Bruce Artwick 
had created it in 1979. In that 
world the enemy fighters were 
nothing more than simple white 
dots on the screen that flirted 
about like rocket-powered fireflies. 
Reality in ultimate abstract. A dot, 
nothing more, represented my 
determined opponent. Yet, I was 
totally engaged. It was just me and 
the dot. No mercy, no quarter. Talk 
about suspension ofdisbeliefi 
On another occasion, I booted 



BREATH OF LIFE This dragon 
graced CGW's first issue in 
1981, when the TRS-80 and 
Apple II were the reigning 
game platforms. 

up a game and read these words: 
"You are standing in an open field 
west of a white house, with a 
boarded front door. There is a 
small mailbox here." These simple 
lines began what is without a 
doubt the most significant com- 
puter adventure game of all 
time, ZORK. Somehow, recall- 
ing these games is a bit like 
attending your high-school 
reunion. It brings back a lot 
of memories. 

The first issue of 
Computer Gaming World 
appeared 15 years ago 
this month. Now, 15 years 
doesn't seem like a long 
time when you consider the 
likes of The New Yorker or 
Reader's Digest. However, in 
the world of computers and 
computer games 15 years is 
a !-o-n-g time. 


When CGW's first issue hit 
newsstands, all 36 black-and-white 
pages of it (only the two covers 
were in color) the hottest games 
were ROBOT WAR and CRUSH, 
CRUMBLE AND CHOMP. A fair por- 
tion of the games were distributed 
on cassette tape. The two big gam- 
ing rigs were the TRS-80 and the 
Apple II with the really complex 
games requiring an upgrade to 
48K of RAM. The name Lord 
British was unknown, except to a 
few folks in Texas, and Trip 
Hawkins was a young executive at 
fledgling Apple Computer who 
dreamed of starting his own game 
company one day. 

Here’s how 1 happened to start 
CGW. In late 1979, 1 got the hare- 
brained notion that I could be a 
computer game designer, I had 
designed a board game or two and 
thought that, with a few months 
invested in reading programming 
tutorials, I could become a "player” 
in what I thought would be a won- 
derful emerging hobby and indus- 
try. I was right about the hobby and 
industry, but quite wrong about 
being a computer game designer. 
You see, in those days the designer 
and the programmer were the 
same person. The concept of spe- 
cialized skills exhibited by design 
teams, producers, and the like 
would not make an appearance 
until the mid ’80s when Electronic 
Arts codified the development-team 
approach to game design. 

After spending only two weeks 
with the Applesoft tutorial manual. 



WING AND A BLAIR Mark Hamill shares his experiences from Wing 
Commander III with Russell SIpe In early 1994. 
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because you 
you'll need 

to dodge traps and run a gauntlet of 3-D characters just to stay alive. The 
blistering action takes you through flesh-eating tunnels and booby-trapped 
sewers with only your wits separating you from a body bag. Well, wits and 

whole bunch of guns, knives, grenades, 

and rocket launchers. Because, hey, f F F F P f ^ /T^' 

when it's kill or be killed, it's better to j p t F p ' ^ \ 

give than receive. 
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PLAYING WITH THE BIG BOYS CGW founder Russell Sipe (center) 
plays MODEM WARS with the game's producer, David Maynard 
(right), in 1988. The garrulous Johnny Wilson Is at left. 


I knew that I didn’t have the per- 
sonality to be a programmer. So 
here I was, stuck with the $2,000 
machine representing my life sav- 
ings, and no way to make money 
with it. While trying to figure out 
how to get the computer to pay 
for itself, I was playing a lot of 
games. 

In March of 1981, 1 was playing 
a game called COMPUTER AIR 
COMBAT from SSI, It was a thinly 
disguised computer version of a 
popular board-game system called 
Air Force/Dauntless from 
Battleline Games. Driving along 
the freeway one day in March 
1981, 1 was thinking about the 
game. Mulling over the fact that a 
programming error caused the 
ME-109S in the game to turn more 
tightly than they should have, I 
wondered if others had noticed 
the same problem, i wanted to 
read a review of the game and see 
if others saw the problem. It 
occurred to me that no one was 
reviewing computer games in 
those days. Outside of a brief 
mention of an arcade game here 
and there, none of the existing 
magazines covered games. And 
certainty there wasn’t anything like 
a computer game magazine to 
consult, 

“Someone should start a com- 


puter game magazine," I thought to 
myself as I drove along. 

“You could do it," a voice said in 
my head. 

“I don’t know the first thing 
about magazine publishing," I 
thought. 

“You could learn," said the 
voice. 

It felt like some scene out of 
S/ar Wats. "Russ. ..Use the Force, 
Russ!" 

The voice was right. I could 
learn. And I did learn. Now, 15 
years later I look with pride at what 
CGW has accomplished over the 
years and at what if is today. In 
those 15 years CGW has reviewed 
thousands of computer games and 
entertained millions of gamers. But 
more importantly, CGkYhas helped 
mold and shape the look of the 
computer gaming as both hobby 
and industry. We played a key role 
in building the community of com- 
puter gamers. This is the greatest 
legacy a magazine could hope to 
attain. Computer Gaming World 
has done the job. And I am very 
proud of her. 

Russell Sipe sold Computer 
Gaming World In 1993. Today he is 
the Director oi Internet Commerce 
lor DellaNet in Southern California. 
He still plays games. % 
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\X^ith I'ighicr Dud’s''" new 9-playcr network capability, yoti can 
now have all the enemies you need. And with its improved flight models, 
more aircraft and force-feedback joystick support, it’s no wonder 
Coiiipnier Gainifig World considers it one of the best simulation games of the year. 


'^1 


nTA |£| CD-ROM. For information, call 1-800-883-3767. 

> v.»-' Present owners can upgrade for free at our Web site, 

http://www.philipsm0dia.oom/games 
C 1996 Philips Media, a division ol Philips Electronics North America Corporation 
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Here's what the commanding experts 
of sims have to say about us: 



'The F-22 here is by far the most strikingly rendered 
plane yet seen in a PC simulation." 

■ Denny Atkin 
Computer Gaming World 
September 1 996 

“The look of the sky as you soar through it, the glare of 
the sun and the shifting of your F-22 as you perform 
maneuvers are simply unparalleled in the world of 
flight sims...[lt will] keep even the most jaded flight-sim 
fan glued to the monitor..." 

■ Glenn Broderick 
Computer Player 
September 1996 


"Easy to play and still over the top in battle situations, not 
only will this version [Comanche 3] be plain fun, it'll look as 
fabulous upon arrival as the original Comanche did." 

- Computer Games Strategy Plus 



August 1996 

“Still pictures can't do justice to the 
smoothness and beauty produced 



VOXEL 


by Voxel Space 2. Players will have 
to see the game [Armored Fist 2- NI1A2 Abrams] 
for themselves to appreciate just how groundbreaking 
NovaLogic's 30 engine really is." 

■ Next Generation 

August f 996 Circ/e Reader Service #220 

Comanche and Armomi Rst are regisieiad trademarte ol Novalofiic, Inc. F-22. F-22 Lightning II. Comanche 3. Amured Rsl 2 - M1A2 Ahiams. Voael Space. Voxel Space 2. NovaLo^. 
IheNovaLoglclogoand NovaLoglc-'TheAnol Wararelndemitksol NovaLogic. Inc. All other Uademarks are prepeityoltheir respective owners. Copyrfglrt 1996NovaLogic. Inc. 


mnuAinRin - the art of war" 



LETTERS 
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LETTER OF THE MONTH 


EDITORIAL COMMENT 

! am a fairly now rcacicr f)t' COW' siiii'c I 
have only leccnlly gotten faiiK’ hca\ily into 
computer gaming and am onlv 13. bull find it 
better (ban any other magazine I’ve seen, and 1 
trust your 0 |>iiiioii,s \ en' nnicli. 

I have a qiiestian about game level makcr.s 
and cxlitons and the like. I recenflv j)urt'ha.secl 
WarC'K’M'T li. and found the editor to be half 
the .game. It adds infinite ])lavabilil\, and most 
of all, it v\us ,so easy^ to irsc il lat evei i a braiiilass 
fool likone could use it. My 
problem is, w hv 
do otlier editors 
have to be so 
hard? lilxecpt for 
l-llsItOLSOt' 

Micin.^n 
M’Uac (Windows 
93 version). ! liavc 
never found aiiolh- 
er editor that was 
lilts easy, or even one 
I could use. nor has 
anvone I brow. Do 
tlicse |)eople all exj^eef 
iLsto have a full knowl- 
edge of C:\D? 1 known 
W-MCRAI'r-.stylc editor v'vouldn'l have worked 
for many giimes, such as hXroNi clones, but I 
think something a little more user iriendly 
could have been tlioiighl up. Or take the CW!- 
fi‘\lil';R,serics, which liH)ks like it could easily 
have had an editor made for it, wliieli would 
have been deiieioiLsly fiin to irse. Does anvlx)d\ 
else feel this wav, or am I just being foolish? 

Andnrn' Gorrill 
Om-Ai/v 



W'c’ wish it were possible to luive an edsy-lo- 
use eclilor far ewiy ^aine. Different game 
compemies have different philosophies about 
Ihe value of editors. While (he flexibility often 
ghi's legs to a game and causes a title to 
remain in the public’s eye a little longer, it also 
reduces the desirabilify of producing a sequel 
with the same basic game engine, since 
gamers may he able to download new Icrels or 
maps from the Inlemcf or a host of local 

BBiSs. Vie two biggest 
questions about 
whether to build game 
editors are I) how 
much liine/monty to 
iiwcsl in creating an 
interface that gamers 
can understand and 
2) what is Ihe nature 
of the game objects 
(3D, object- 
oriented, limited 
to a library jm)- 
vkledhythc com- 
pam\ sprite- 
based) and thus 
how easily can user-defined objects be 
imjilementcd in Ihe game? Comlxinies like 
/3//zcur(/ and New World haw obviously 
decided that ghing users the extra flexibility to 
create their own scenarios makes Ihe basic 
game into a belterproducl. /\{ier helfmig to 
judge the I IO!\ /A 1 .scenario design conlcsl 
recently (and seeing game maps like the one 
pictured here), u'c truly belkwe that editors are 
a good thing. Now, if only Mindseajje would 
dcwelnp a \V'/\RI i/\.t /.UICR editor so ue could 
create our own medkwal wargainesl 


QUALITY AND QUANTITY 

I love vonr magazine. M)u have 
iilwavs been a good re.souree (forme) 
on what games to hiiv and w hat not 
to Iniv.'loiir reviews and reviewers are 
iiilelligeiil. iiiformalive. and hnmor- 
ous. You do not siiqjiise me evciy 
moiitli when voii pnl nut a newc|iial- 
ilv i.ssne, I vvoiiid e.speel nothingles.s. 
But geez, win- isn’t vonr “I’laving 


Lilelv?” lop II) the .same as the top 10 
games in yoiir'lbp 100?? 

'I hanks for a really great magazine. 

josh Koi/r\- 
l•'n)m the Inlemel 

1 he 'liip 1(H) is a cumulative labula- 
lion of our subsciibeis' critical twalua- 
lions of many games— whether ihey 
were jrlayed monihs ago or recently. 


'Ihe subsciibeis rale games fmm a list 
on a questionnaire. Plaving I .ately is a 
straw jyoll of the same subsciibeis 
where they "write in" Ihe names of 
games the}' are eiinvntly leaving. 

I leiice, The 'liip IDO gwes a qualilalrve 
evahialion, whereas Pkn'iiig I Ailely 
mo}’ indicate Ixijnilarit)’ more than 
quality. We like to think that Ihe for- 
mer ojfers comjxiraUve quality while 
the latter shows what’s cuirenlly hot. 

THE GODFATHER ANALOGY 

1 was pleased to .see your article 
dclcnding the (|iiaIilvofsec|iiei 
games. [ onlv wish v'on could have 
seen it in vour heart to give me credit 
for v’our Sword ofShanarral 
Godfather MMihgy. .-Xflei' all. voii lirsl 
used this line of reasoning in 
response to mv lelter a few months 
ago. ill w liieli I lookeseeption to the 
five-star r.ilings giv en In .sei|iiel 
games. 

I lowever. I must aciniil that I had 
never reallvplaved Sif) Mrjl'.k's 
Civ il .I/VI l( )N 1 1 before writing Ibal 
letter. Now that 1 hav e. 1 can .see whv 
it received five stars. I still adhere, 
though, to invbeliei that sccpiel 
games should he rev iewed w ith at 
least a small bias, '1 liis time, let me 
clarifv' mvieastins. 

l-'irst, a gamer w ho has alre.idv 
played a greal original gameeaiiiiol 
(at least in mo.st cases) gel the c.\tr,i- 
oalinary gaming e\]5crienec that a 
five-star r.ifing promises. In Sif) 
MI'JKR’sCiviij/vika II, you are 



lb wiilc a letter, send e-mail to: 
Com]3uSei-ve: 76703,622 
lrilcniet:76703,622@ 
compusen-c.eom 
or mile us at: 

Computer Caming World 
ixllerslo'lheKdilor 
133 MainStieet.Hlhl’Ioor 
San khmciseo.CA 94103 
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Medieual 


lYlodern LUars 


The Future 


The Uirus 


Earn m -B n d 


ihrouah lime 


Master dozens oi lethal weapons 
- from Prehistoric clubs to Wld 
West ^uns to futuristic lasers. 


Over 8o Fierce Enemies 

Defeat more than Boreal-time 
polygonal 3-D enemies from past 
and future battlefields. 


Inaedible Environments 

journey through stunning realms 
as characters are seamlessly 
inte^ated with ^orjeous pre- 
rendered backgrounds. 


Check o«l the demo at http://«;«iw.attivisioii.toiii ot http://wwwjcalee.coii/mloihomc/ or 
visit os 01 Ameiica Online at Kcpwoid "dctivision" oi on CompuServe at Keyword "Co Activision’.' 
Now available ott MS-OOS/Windows 95 CD-ROM and Sony PlayStation . 




1 ^ >1 


AdiVisiON. 


.2teg.ster;(itriderTt3ri;olA£irasion,lisc. Adslme Soti.mlniiinatjrtal lUTrrrreCcKTrmaMoa'itradmiUol Uetine Sottwre hleTnitror3l.'!'199$Ar!«Cn‘SoftnapJnl»TiaM ANr^r«»r.tdUCeiwd^Sv7Ci)m{ibie'Eitlirta7wwtttme(i(al«ustwilliitigPl3ySti^ 
PtaySution and Plj/Siatiort lojos ace irademarU ol Sen; Ccrnputei Enenaicimerti, lix. Pr;tirisPtd and d.atrrhjted It; Acti/aren Inc. Ah ether iiadeirtechs and trade ntnes are IK {Kocertes of IKrr re^teclne holrfers 
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The Hideous S 
T 


l Cun^Mqrf^islcrril U.S. PMrjil »i»tTraili-tMii. Ollkx, l’ri-»jrvi i<. a iriilenuric iif Ci>iii|u<| Ciwipulrr CvrjiiirAikiii, 
tl trafk'iiiATCv anti Oh* IVniium PrcKctMsr t* a iradrmark Jntcl C'tirp^Oun. Olhii jit«kIu iiKiiliotkc'tl niav !m* tratlc* 
t)»i: oxiipjiiic^ ’HfeKl'p* 11>V15 moiJtm pruvuk’s ihv Inlcrnoi ai-ic'« available over standard jilKmr lines. 


CK Of Knuckles To Jaw, The Grotesque Ping Of Pipe 
iKULL. The Revolting Slice Of Sword Through Flesh. 


LL Delightfully Expressed By The Compaq Presari o. 


The Compaq Presario 8000 Series isn’t 
for everyone. It’s lor that certain breed of multimedia 
enthusiast who likes a computer that, well, goes to II. 
After all, the Presario 8000 Scries is the most advanced 
multimedia home computer line ever made. 

For starters, it features JBL Pro Premium speakers 
for the same awesome dynamics one enjoys from a home 
sound system. Re,st assured, when combined with our 
Intei'wave 32-Votce Wavetable Synthesis for brilliant audio 
realism, it’ll definitely rock your world. And quite possibly, 
your neighbors’ 

Another cool feature is a Talk & Send 33.6Kbps 
modem. Not only docs it give you the fastest Internet 
access! R lets you play games and talk with your oppo- 
nent at the same time. But perhaps most impressive of 
all, the Presario has PowerVR 3D Graphics and 6MB of 


graphics memory that bring true 3D arcade-quality images 
home for the first time ever. Translation: frightening real- 
ism and incredibly smooth animation. 

The experience is further intensified by a range of 
cutting-edge power and performance features. There’s 
even an innovative gamepad that puts everything in the 
palms of your hands. The same ones that are probably 
getting a little sweaty right now. For more information, 
visit us at www.compaq.com or call I-800-345-IS18. 


The Compaq Presario SOOO Series. Not Jor the faint of heart. 




The Compaq Presario SOOO Series. Not Jor the faint of heart. 


COMPAa 

Has It Changed Your Life Yet? 


building cilics, niuiiiigiiig inililiirv 
und economic expenditures, etc.— 
basically the .siime tiling as in the old 
Sin Mliinil’s ClMI.IZ^nON. it is cer- 
tainly entertiiining, and the added 
nuiltimedia i.s a nice addition as \sell. 
but a transcending gaming experi- 
ence? I think not. Using your Gocl- 
fcilheril analog}; Cl\li.iZ\ll()N II 
would be comparable to re-rcicasing 
Ihc Godfcitherwiih an enhanced 
.soundtrack and a few new scenes, 
and entitling it Codfatim II. (In fact, 
George Lucas is atlem))ting to do 
this \ cr}’ thing nex1 year with SUir 
\Vc/rs, but that's stra\’ing from the 
point.) "^bu see, what made Goc/- 
falhcr II even more successful than 
the original was the comjjelliiig, 
well-written and completely original 
script. You did not see a horse’s sev- 
ered head in both movie, s, now did 
)'nu? 

My second point centers around 
originality. In my opinion, games like 
Psvci lie Dl'Jri'XJI'lVl'; deseae extra 
prai.se because of their striking origi- 
nalit)'. liCt’s face it, software design- 
ers can turn a profit on the .same 
types of game year after year, .so it is 
important to reward the program 
designer who stretches the imagina- 
tion a bit. I know PsTCi !iC DhtlKO 
’IIM' was well recciscci at but 
if games like these aren't given extra 
recognition and promotion, there 
might not be enough incentive for 
the nex-t designer with a creative 
idea. 

Icni I Imicmd 
From t/je Inlenwl 

Actual})', lie don't believe I-ucoh is 
doing ivhat yon asserted above with 
regard to Star Wars. He isn't calling 
it Star Wars 11, ishe?lronicalt)’. ue 
think the Godfather analog- still 
holds. Coppola shot more footage 
/br'Ilic Godfather than he canid 
possibly h(T\'e used. Sonic oj that 
footage was used in Codfalha II, It 



had new script elements, new actors 
and new footage, but some of it was 
built solidly on the pivproduction 
and pmducHon work done for the 
first film. In much the same 
WO)', Sit) Mimi's 
Cl\V.l‘/An(ysllishuilt 
on the preproduction A ^ SysteiTl 
and production iuririQ CiOS6- 

work done in ere- hc5S Of Clat3 
ating the original k Screen, Only 
game engine. Jjt v|ew when the 
Yet.itwasa 
work of art for 
the design team 
to integrate new 

range, 

units, new wonders) 
ink) the game without ^Bllical 
disnipting the plo)' bal- xire. The 
ance as.sociated with the 
fiisl game. 

But before the lalse Analog}' 
Patiol drags us into the darkened 
dungeons of the fabled GGW build- 
ing and tortures us with choral read- 
ings pom oureompelition, we'd like 
to go on record as slating that we 
approve of innovation. 'Ihc producer/ 
designer of PsyancDi'U'KcnvF. has 
told us peisonally how much he 
appreciated our review. Ps)'CliK: 
DkllxriiVF.wasn't a game for hard- 
core gamers, but it was a fresh 
approach to game design. W'c wel- 
come such approaches, cren when 
the)’ aren't comnwrciall)' successful. 

GEHING HIS 64 BITS IN 

1 am writing in re,s]X)n.sc to Martin 
Cinilis's newe.sl rant on gimmicks 
(September). In it he .sax's that Nin- 
tendo i.s just |)ushing its new >1^ 
games as a gimmick. I disagree. 'Ihe 
wav I look at it, it is a technological 
achievcmenl. 'lliat they have the 
ability’ to eram si '> tcchnologx; 
proce.ssors, peripheral ports and all 
the other stuff into a box that’s no 
bigger than the speakers on my 
computer {and hax c it priced at 


$250 or $300 dollars, the ax-crage 
price of a good 30 acceieralor card) 
is amazing. 

Furthermore. Ihe fact tiiat they 
are able to stuff Ihc entire game onto 
an 8-meg cartridge is equally amaz- 
ing. I wish that more PG game mak- 
ers could do that (it is ex-tremely frus- 
trating when ihc demo for a game 
takes up 70 megs of hard drive 
space). 

Other than tliat, 1 agreed with 
ex'crxlliing else he wiotc. I usualK' 
read his page first, and I rarelv dis- 
agree with his views. 

jamal Cool 
From the infemef 

Cinilis questioned whether the 3D 
look significant!)' enhanced the 
gamephr)'. Se^'eral readers echoed 
your sentiments in insisting that Ihe 
31 ) in these games is not fust a gim- 
mick. islonctheless. neither he norwe 
feel that proportionate attention is 
being paid to tr\'ing fresh game con- 
cepts or creating intriguing new game 


toda)’'s products are 
only belter in sound and 
graphics. 

wintli' 

tl/^ CORRECTIONS 

In Robin Isam’s RacK'I’O B.-vCiii- 
n,'\n review in last month’s is.suc, 
there was an crroi' in Ihe I lavvkej e 
view tutorial sidebar. It said if the 
bandit was at high 5 o’clock, the win- 
dow would appear at tlie upper left 
comer of Ihe screen. It should liav'c 
read upper rig/i/. Ihc following 
example likewise should have said 
lower left ii islead of lower right. We 
apologize for any inconvenience 
caused bv this error, and we've asked 
Mr. Kim to stop looking in Ihe mirror 
vv bile ])laying sims. no matter how 
dashing he thinks he looks in that 
flight suit. 


In Martin Cinilis’s article on 
game netw orks in last month’s 
issue, he referred to If.ngage's rela- 
tionship with House of Blues. 
Engage does not have a relation- 
.ship with House of Blues. The 
article should have mentioned 
Engage’s arrangement with 
Billboard Live! Wc apologize to 
Jake and I'Tvvood for the confusion. 
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/THEjIVlZARDRY'^RiB HAS SOLD, MILLIONS OFtgiPlES 
VyORt^WlM. THICTALL, SW^CH ushers IN;iSfflH£SIS, ^ 
THE WO^tt's nRST'iiSiM/IDR!ff&f«rU«£. /\T SiRTtCH : 
"Wizardry" is a name A':PR0bu& earns, mid f/ftiesis 

" -v. '■ 

HAS BEEN ;pW'T>(R0UG(i3ilE WRINGER. -- " ' ' _ 


-Over 3 GiGAByTES.<5 CDsJ/Of intense-'virtual 
WORLDS BRING NEW^MEANlNGrra THE PHRASE 
ERIC STORY." WlIttTHE DELIBERATE ABSENCE^- 
OF VIDEO, WfMfS/S.COMBINES OVER 10,000 . ! 
FRAMES OF ORIGINAL 30 ART ANff-SVGA ' 
ANIMATONS, WnH REAL;tIME INTERACnON. ^ J 


This is an intense story about virtual 

BEINGS WITH REAL LIVES AND REAL ENEMIES 
THAT MAKE YOUR VISn REAL UNPLEASANT. ' ; 
Nemesis marks the beginning of yet 
ANOTHER Wizardry Legend. 


COMING SOON 

To ORDER, VISIT YOUR RETAILER, 

OR call: (800) 447-1230. 
Ask FOR OPERATOR 75. 


PO Box 245, Ogdensburg, NY 13669-0245 
Tel: (315) 393-6633 Fax; (315) .393-1525 
E-mail: 76711.33@COMPUSERVtCOM 


Wizardry is a registered trademark of Sir-ledi Software Inc. 


lUGAiiejiDE: 


—Slime Magazine 


PURETaUSH: 



iwonssupfouRiSESi: 



For PC ond AMC CD-ROM and P5X, 
For information, coll 1-800-883-3767. 



—Funeus t IHildew 





"WE C9ULDII1 HAVE SAID II DEIIER DURSEiyES 


rc 

k 



The Blubs, your average family of space aliens, are in a heap of trouble. 
They've crash-landed in a garbage dump and need you to help them put their ship 
back together so they can get back home to their less odorous planet. 

That is, before a gang of intergalactic bank robbers can get ahold of them. 
Find out why the critics are calling Down in the Dumps the funniest, best-looking 
and smelliest 3D graphic adventure game ever 
to (dis)grace a computer screen. 


PHILIPS 
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CGW's European Vacation 


ECrS Provides An Updated Look At Games On Tap For The Holiday Season 

he European 
Computer 
Trade Show 
(ECTS) is 
similar to 
the United 
States' E3 show, albeit with a 
smaiier display fioor and a 
ionger history. Stiii, compar- 
isons are inevitabie, especiaily 
since the eariy-September tim- 
ing of ECTS meant that show- 
goers were treated primariiy to 




BATTLES OF ALEXANDER 
Interactive Magic’s new wargame 
lets you command Alexander the 
Great's ancient armies. Up to 12 
players can battle over the ‘Net. 


updates of products already 
announced at E3. 

That’s not to say our 
European cousins can’t hold 
their own when it comes to 
flash and dazzle. The first thing 
attendees saw upon entering 
the hall was a genuine, bright- 
red Fokker Triplane hanging over 
the Empire booth promoting 
Flying Corps. The award for 
flashiest premiere has to go to 
DID, who earlier in the week 
had invited journalists to the 
Farnborough Air Show to unveil 
the new 3dfx update of EF2000, 
What better way to show off 
EF2000 than with a show that 
featured a flying display with the 
re3l Eurofighter, as well as MiGs, 
Sukhois, and even a B-2 flyby? 


h; 


lere are some of the hottest prod- the ones that frankly ain’t so hot. 
lucte on the market, as well as Reviews for most are coming soon. 


THE ELDER SCROLLS: 
DAGCERFALL 

A massive roie-playing game 
with layers of detail, Daggerfall 
is an extremely open-ended CRPG. You 
control one character who is assigned a 
covert mission from the Emperor, but how 




you complete that mission is up to you. 
Daggerbml features the most emphasis on 
skill development we’ve seen since 
Wasteland and the most emphasis on 
character reputation since Darklands. As 
opposed to Darklands, Daggerfall’s han- 
dling of reputation is a much more sophis- 
ticated algorithm based on character class, 
social status, guild membership, race, reli- 
gion and actions throughout the game. 

Although a sequel to The Elder Scrolls; 
Arena, Daggerrall offers plenty of improve- 
ments over its progenitor. Landscapes are 
no longer flat, and the use of 3D in stairs, 
balconies, and roofs makes everything 
seem more real. Fast travel is easy, reduc- 



turn-based game, and build 
weapons to fight off a relentless 
alien race. If you’re feeling 
naughty, play as the aliens and 
do your best to wipe out the 
colonists. 

Gremlin had a number of 
impressive titles on display, 
including Fragile Allegiance, 
seemingly a hybrid of Master of 
Orion and Deadlock. The adven- 
ture game Realms of 
THE Haunting has you 
preventing the 
Apocalypse by running 
through a country vil- 
lage OooM-style pack- 
ing a shotgun. (It 
looked better than it 
sounds.) 

Ocean's 

Dreadnought evokes 
thoughts of the frighten- 
ingly bad Air Power, 
with fantasy triplanes 
Connecticut). You’ll manage launching from huge land-roving 
planetary resources and devel- dreadnoughts in a future where 
op new technologies in this Queen Victoria reigns supreme. 


PROJECT X2 If you've got a han- 
kering for a new shooter, Team 
17's amazing X2 is the smoothest 
one we’ve seen on the PC. 


SHOW BUZZ A genuine 
Fokker Dri triplane 
watched over the ECTS 
proceedings. 

DID also showed early versions 
of TFX: F-22, which has a ter- 
rain engine that’s as big an 
advancement over the current 
state -of -the -art as EF2000’s 
was last year. 

Interactive Magic unveiled 
Fallen Haven, a strategy/ 
resource-management game 
that puts you in charge of New 
Haven (the space colony, not 
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Bullfrog’s nearly finished Dungeon 
Keeper had me looking around the room 
for my socks— the extra time spent on 
this action/strategy hybrid has paid off. 
and it promises to be an impressive title. 
Theme Hospital, on the other hand, is 
just what it sounds like— Theme Park 
gameplay set in a hospital. More excit- 
ing is news of Populous 3, which will 
merge the Warring Gods strategy game 
with an enhanced Magic Carpet engine 
to give you amazing views of your 
dominion. 

Long-time gamers were jazzed over 
21st Century’s impending release of 
Pinball Construction Kit, the tirst 
steel-ball design set since Bill Budge’s 
classic C64 Pinball Construction Set. 
Nostalgia buffs will also want to be on 
the lookout for Lunar Landing, a 
detailed Apollo simulator by U.S. 
developer AIM Software. 

Finally, some of the biggest buzz at 
the show concerned the announcement 
of the U.K. version of Compuler Gaming 
World, to be helmed by David Kelly, a 
leading figure in the U.K. computer 
industry since 1983. In a land where 
"reviews” sometimes precede a game’s 
ship date by up to six months, the U.K. 
edition of C6W plans to set new stan- 
dards lor accuracy and timely 
comaqe -Denny Atkin 


Toshiba Ups The CD-ROM Ante 
With New 12X Drive 

C D-ROM drives have dramatically changed how computer games are packaged and distributed. 
But while their large capacity (640 MB) has helped usher in this new era, their speeds and 
access times have left more than a few gamers twiddling their thumbs waiting for insfallaiions to 
finish and scenes to load. 

There have been incremenlal speed increases over fhe last couple of years, but Toshiba plans to dramatical- 
■ ly raise the bar with its new XM-5701 and'XM-5702 1Zx 
! CD-ROM drives. Toshiba plans to ship both EIDE ($165) 

: and SeSI-2 ($195) versions of the caddyless drive, 
which should be available as you read this. 

Improvements should come not only in speed-12x 
i works out to a swift 1 .8 MBfsec-but in access time as 
’ well, which Toshiba lists at about 125 ms. What does 
; that mean for gamers? Faster installs, scene loads, and 
I general file 1(0, and In applications- that hit different 
i parts of the CD-ROM, faster accesses-which promises 
i less thumb-twiddling for us ail.-Dsns Salvator 



3D0 Goes Software-Only 


DO has announced lhat il will be phasing oul its 
hardware division, focusing instead on the pro- 
duction of game titles for the PC, the 3D0- 
designed M2 game console and Internet gaming. 

Denying that financial difficulties motivated the decision, 
the Redwood City, California-based company stated that il 
was difficult to justify being dependent on outside compa- 
nies to manufacture their game console, which floun- 


dered amidst the competition. Cutting its staff by one- 
third-primarily outside developers, with the remaining 
layoffs coming from within the hardware division-3DO 
says il wants to focus on the "next generation of gaming 
technoiogy.” Enforcing its commitment to Internet gam- 
ing, the company’s first Internet game. Meridian 59, made 
its official debut immediately on the heels of the 
amowcemenl-Jill Anderson 



ing the burden of some of the Fed-Ex-delivery- 
person scenarios, and even such mundane 
details as negotiating with shop owners is 
more fun. Also, combat seems both tougher 
and more interesting than il did in Arena, 
since you have different strokes with your 
weapons. It’s a big game with many, many 
hours of play for dedicated hack-and- 
slashers.-v/. Wilson 
Belhesda Softworks, (301) 926-8010 
PCCOBOM 
Header Service §301 

DEADLOCK 

In the coldness of space, 
seven warring races in a military deadlock have 
agreed to settle their differences on a single 
planet. Whoever controls the planet will be 




declared victor, and the rest of the galaxy will 
be spared bloodshed. But those who must bat- 
tle for rule over this planet will pay the price, for 
blood will be spilled in the battle for the lush 
planet, Gailius IV. The conditions for victory: 
building a set number of cities or the simple 
annihilation of the other races. This is the 
premise behind Deadlock, another space strate- 


gy game in the same vein as Master of Orion. 

Deadlock succeeds where Ascendancy (and 
Outpost) failed. While not as epic as MOO and 
the upcoming M002, Deadlock is still a fun 
game. Combining true racial differences and 
abilities (the Cyth will always stay at 80 percent 
morale), multiplayer play, and good graphics 
with great sound. Deadlock should satisfy sci- 
fi gamers, at least until the Antarans return in 
Master of Orion 2. The only quibbles I have 
are the slightly weak Al and a few interface 
quirks. But in the end Deadlock is just plain 
iun. For those who thought space colony man- 
agement games died out alter Outpost (as i 
did), this is a game for you.-T t^guyen. 
Accoiade, (408)296-8400 
PC Cn-HOM 
Reader Service §302 






1(1 erusli and destroy you while playing on a PC with 
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) Smooth Videc Scoling 


F: u iunomniQui' 
r ■> uuccaiunosDC 


And tlint’s just bccnusc tlinr one hist game goon hasn't seen what this sucker can do. 
How the AT I 3D Xl^RKSSION+ PCZTV'’ lets you plug your PC into yourT\' 
(in addition to your monitor) for the ultimate big-screen spinc-chillcr that 
blows away those game consoles once and lor all. Or how ATI's new 3D 
. '.A^c'lerator technology breathes life 
nto everything on your screen. With 
face-blasting speed, butter-smooth 
detail and 65,000 crazy colors. 

All because wc build more 
features right onto the board than 
Matrox, Diamond or anyone else. 

Really cool stuff like Gouraud shading, 
bi-lincar filtering, perspective-correct 
texture mapping and fog effects. Which, as wc all know, means 
scarier realism and fiister respon.se than dad’s Porsche flat out on the 
freeway. You also get total game acceleration in 3D and 2D with 
Direct3D and DirectDraw support for Windows 95, fast DOS 
performance and jaggy-frcc, fuII-screcn, full-motion TV-quality MPEG 
video playback. Plus you get the ATI Sofrw.are Superpak with the hottest 
3D games and 3D Web Browser software absolutely free. So why die an 
ordinary death when it's so much more fun getting dusted with 
the new ATI 3D XPRESSrON+ PC2TV ^ 
graphics accelerator upgrade. Available in 2MB or 
4MB versions. See it now at your dealer. 

Call us at 905 882-2600 (press 2 for faxback). 

Or check out all the details at vww.aticech.ca. 





Inc., (yy6. ATI, 31) .'<[‘UI-SSION+ W:2TV and NOW YOU SHli I T arc Irailcinark,'. an.l/nr rrniurml lraifniiark> ol‘ ATI 
ac. Ail iilluT c<iiii|>aiiy ,inii/i>r |iniiluci ii,imra arc (radriiiarks aiid/nr rr)(i«lcrcd mdcii>.itk> (if llirir roficClivr lllalllI^aclllIl'r^, 
d using Micmsori Dirvccdl) ( ill U,iii’ icsl in lii-Iinrar. 2, iMalrox Myxiiiiiic d<irs nin Mip|inrl lit-linrar (i-iliiring in lurdwarr. 


Circle Reader Service tf 106 



ON THE SHELF4 


DUKE INM^DERS 

GT Interactive Battles The Bandwagon 


A ttempting to cap- 
italize on Duke 
Nukem 3D’s suc- 
cess, Sierra On- 



line recently released an expan- 
sion pack for the popular 3D 
action game. The only problem 
was, they didn’t have permis- 
sion from the game’s develop- 
ers and owners, Apogee/3D 
Realms and GT Interactive. 
According to Apogee’s 
Scott Miller. Sierra asked 
for authorization to create 
an add-on pack called 
Total Meltdown, including 
original sounds and art- 
work in addition to levels 
created from the official 
level editor. GTI denied 
Sierra's request; however. 
Sierra published and dis- 
the $19.95 pack- 
anyway. Total 
was on the 
for (wo weeks 
GTI confronted 
Bellevue, 

Washington-based 


company regarding copyright 
infringement. Sierra 
agreed to stop pro- 
duction, pay an un- 
disclosed settlement, 
and destroy the 
remaining copies of 
the disc after selling 
the 50,000 copies it 
had already distrib- 
uted. 

But GTI’s battle 
isn't over yet. 

Carlsbad, Califormia- 
based Micro Star has developed 
its own add-on pack. Nuke It. 
Nuke It is a compilation of levels 
created by independent, third- 
party individuals and posted on 
the Internet, from where Micro 
Star collected the levels and is 
selling them as a "service" for 
$19.99. 

GTI has insisted that Micro 
Star stop distributing the discs, 
citing copyright infringement. 
Micro Star is using Apogee's 
characters-pig cops, the one- 
eyed monster, the trooper, and 


other images-on the packaging. 


Further, GT! is suing Micro Star 
for damages, stating that the 
poor quality of the Nuke It prod- 
uct clouds the reputation and 
branding of the original Duke 
Nukem 3D and circumvents 
potential income. Micro Star has 
filed a counter suit to keep GTI 
from threatening legal action 
against retailers that carry Nuke 
It, and a suit for damages, stat- 
ing that GTI is infringing on its 
business practices, a move that 
Miller believes is an attempt to 
stall the short-term injunction 


and keep the product on store 
shelves through 
the holidays. Micro 
Star also plans to 
create add-on 
discs for Doom, 
WarCraft II and 
Microsoft’s Flight 
Simulator. 

Michelle Ruyle, 
Micro Star’s 
director of mar- 
keting, says that 
GTI is attempting 
to monopolize the market, and 
that "(GTI) is worried that 
we’re going to take business 
away from Wizard Works," a 
small GTI division that special- 
izes in add-on levels for popu- 
lar games. 

The case was set to be taken 
to the Federal Court in San 
Diego county in late September, 
and is expected to set prece- 
dence for intellectual copyright 
infringement cases in the 
future.-J/// Anderson 



TOTAL MELTDOWN Can you believe Sierra 
would do a knock-off of Duke Nukem without 
permission? You’re fooking at it. 


CRUSADER: 

HO REGRET 

Origin’s return to the universe of Crusader is 
more of an update than a sequel, but it still 
packs an action-filled punch, with the same 
incendiary violence that fans of the original 
Crusader: No Remorse have come to know and 
love. This time, you’re taking aim at the 
Corporations headquarters on the moon, storm- 
ing through the level with several new weapons 
and battling some new enemies. Among the 
additions to the game are a freeze gun that both 
freezes and then shatters your opponent in 
Terminator 2 iesh'm, a deadly gun that reduces 
your enemy to flesh chunks; and a new mech 
that can morph into such mundane objects as 
vending machines. The Al is supposed to be 
better, and some enemies will actually roll and 
duck for cover while blasting you. 



No Regret is a stand-alone product, but it 
only has 10 levels, as opposed to the original’s 
15. Still, if you like to see things blow up, and 
you love to flame, freeze, disintegrate and oth- 
erwise obliterate your foes, then you should 
definitely reserve a spot on your hard drive for 
Crusader: No Regret. -£ Chin 
EA/Origin, (415) 571-7171 
PC CD-ROM 
Reader Service 11303 


Ea 


JAC6ED ALLIANCE: 
DEADLY GAMES 

It’s been two years since the 
Metavira episode, and the 
Association for International Mercenaries (AIM) 
is back with a vengeance. The new Jagged 
Alliance game comes with a nicely done cam- 
paign, but the focus is on scenario design and 
multiplayer competition against teams of mer- 
cenaries commanded by other humans. 

The built-in campaign features a loose story 
line that’s actually less hokey than the original 
but lacks that game’s consistent focus. Each bat- 
tle now has turn limits, which has proved contro- 
versial among former players (Sir-Tech has 
announced a patch that will make turn limits 
optional). The scenario editor is a gem, offering 
enormous flexibility in scenario design, including 
a large number of objectives whose requirements 
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ZD Finds A GameSpot 

Ziff-Davis Publishing, SpotMedia, to Merge Game Sites 

L ook [Of a new gaming mega-sile this tail from Computer Gaming World's 
parent company, Ziff-Davis Publishing Co., and SpotMedia 
Communications, The new site will merge Ziff-Davis’ CG-Online with 
SpotMedia's popular GameSpot Web site. Both sites currently provide 
reviews, tips, hints, and features to almost half a million visitors each month, Ziff 
strategists hope to draw twice this number by offering a one-stop gaming shop for 
Web surfers. 

Despite an expansion in user services, the new site promises to keep GameSpot’s 
integrated look and feel. According to publisher Dale Strang, the merger brings 
game fans the best of Ziff-Davis' online and magazine resources: “It offers a new 
opportunity for synergy between our continually improving online editions and our tra- 
ditionally dominant print media," Strang also promises that CGW readers can "expect 
a fresher, faster, CG-Online," 

For Sega Saturn, Sony PlayStation and Nintendo users, SpotMedia has also 
launched VideoGameSpot, to provide reviews, previews, hints, cheats and demos for 
32- and 64-blt platforms. You can access CG-Online at www.zdnet.com/gamlng 
and GameSpot at www.gamBspot.com. - James Burns 

Sierra Gets Into 3D Hardware 

Sierra On-Line has announced plans to market a 3D graphics board based on 
the Rendition Verity, one of the most promising 2D/3D chips. The 3D buzz has 
been fueled by 3D-intensive games like Duke Nukem 3D and Quake, and companies 
are now facing gamers’ increasing demands for fast, affordable hardware solutions. 

With the Rendition deal. Sierra hopes to provide gamers with high-performance 
acceleration hardware, in an attempt to take Sierra titles to the next level. The 
Sierra/Rendition board with 4 MB of EDO DRAM will retail for about $200-throwing 
it into head-on competition with Creative Labs’ Rendition-based PCI 3D Blaster. 
Sierra’s board will be bundled with some of their hottest 3D games, and should be 
on retailers’ shelves by the end of the year.-C. Panther 


If 


PLAYING LATELY?, 


H ere are the games readers are actually blowing the most 
time with, as opposed to the reader’s overall “quality 
ranking" in the Top 100. 

Civilization II returns to the number one 
spot, shoving WarCraft II back into sec- 
ond place. Duke Nukem 3D maintains a 
Top 3 position, for the fifth consecutive 
month. MechWarrior 2, Doom II and 
Command and Conquer remain static, while Steel Panthers sneaks 
one place ahead of Heroes of Might and Magic. 

You’ll no longer find the CGW Poll Card bound into the maga- 
zine. but check your mail box: We mail a survey to 1,500 random- 
ly-chosen subscribers each month, and we use the results to cal- 
culate the Top 100 and Playing Lately each month. 

Last 



Month 


Months 
On Chart 


1 . 

Civilization II (MicroProse) 

2 

6 

2. 

Duke Nukem 3D (3D Realms) 

3 

7 

3. 

WarCraft II (Blizzard) 

1 

9 

■ 4. 

Command and Conquer 

(VirginAVestwood) 

4 

12 

5. 

MechWarrior 2 (Activision) 

5 

11 

6. 

Doom II (id Software) 

6 

8 

1 7. 

Steel Panthers (SSI) 

8 

11 

i 8. 

Heroes of Might and Magic 

(New World Computing) 

7 

11 

' 9. 

Panzer General (SSI) 

9 

20 

^ 10. 

Wing Commander IV (Origin) 

10 

10 








range from killing everything in sight to pho- 
tographing the objective. Multiplayer options 
include modem and network play for up to four 
people, but no specific Internet support. Game 
play is addictive, and the only downside is the 
plain-vanilla VGA graphics.-L Case 
Sir-Tech, (315) 393-6633 
PC CD-ROM 
Reader Service 11304 


DEVO PRESENTS 
ADVENTURES OF THE 
SMART PATROL 

Way back in the ’80s, 
children, a band named ^ 

Devo played a type of music 
we liked to call “new wave," 
which was kind of like disco for dorks who 
couldn’t dance. Devo wore these, uh, flower 
pot thingies on their heads and sang a 
lot of songs about potatoes and “devo- 
lution” and stuff. Maybe you had to be 
there. 

Anyway, now Devo has a computer 
game. Adventures of the Smart 
Patrol, and boy does this thing stink. 
The plot, such as it is, involves some 
sort of nonsense about bringing down 
an evil corporate empire and stopping 


a genetically mutated creature called Turkey 
Monkey. I’d like to tell you how it turns out, 
but the game is such an incomprehensible 
and unplayable mess (and I had the walk- 
through!) that I gave up. Most 
disappointing— considering that Devo really 
were music-video pioneers— is how awful 
the game looks, with third-rate animation; 
jerky, out-of-synch video; and an atrociously 
annoying interface. 

Members of Devo, it's time to ask your- 
selves: Are we not has-beens? If you’re really 
this desperate for attention, put the flower pots 
back on your heads and hit the nostalgia cir- 
cuit with Haircut 100 and A Flock Of Seagulls. 
The old folks'll eat it up.-J, Green 
Inscape, (800) 510-1791 
PC/Macintosh CD-ROM 
Reader Service §305 
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OvGR the Reich 
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Here’s your chance to be Squadron 
Commander in the Allied Air Forces or 
Luftwaffe.. .raining destruction on the 
German military and industrial base 
or defending against the incessant, 
barrage of raids that are paralyzing the 
fatherland during WW2. You command a 
squadron of up to 16 fighter pilots among 19 different 
aircraft types in any or all of the 55 missions included with OVER 
THE REICH or serve a complete tour of duty. 

Just a few of OVER THE REICH features include: 

O Role-Playing, Flight Simulation, and Strategy where each 
pilot has unique characteristics affecting combat performance. 

O Variety of missions including: fighter sweeps, airfield 
raids, bomber escort, interdiction, close air support, 

V-2 rocket site raids AND lots more! 

O Rare Video clips of actual war 

t /footage highlight takeoff, kills, ground 
attacks, etc.. ..and killer sound! 
O Five levels of difficulty 
— tactical smarts are more important 
r/ than reflexes! 

'O Play Solo, Two Player Hot-Seat, 
E-mail, Network, or True 

Simultaneous Internet Play 

(Pentium/Power Mac 
Recommended). 


Ready^ 
Rock ‘I 
on you 
IBMCt 
or C<d 


division of monarch avalon, inc^^^^^b 
4517 Harford Road • Baltimore, MD 212 ljHI 
Phone: 410 - 254-9200 « Fax: 410 - 254 - 099 ^ 
http://users.aol.com/ahgames/avalon.litml 

Ji^ Grcle Reader Service ^ 







i lake thee, 

lo be m/j 

heavily atmed guide, 
to have and to hold, 

^ot bettex ox ^ox moxse, 



i» bat mbesteB tombs 

and ^ 

'foreboding undevmater 


from this dr 


check out 
Tomh Raider at 
WWW.DOMARK.COM 




It’s time to commit, become betrothed to bloodshed 
in^our cjuest for the elusive three scions. Climb, swim 
and backflip your way through a maze of cryptic death traps 
so realistic you can practically smell the decaying flesh. 
Unload an arsenal of lethal firepower on any wild dog, giant 
lizard or bloodthirsty mercenary that gets in your way. And 
never forget, that while love may conyuer ail, a pair of high- 
powered pistols will blow them straight to oblivion. 


'ot level 12, 

yuhichever comes fy. Tst. 

eiDOS ^ 


Circle Reader Service #62 
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Mights Magic VI 


GAME TRACK 




FIRST LOOK 


H ere’s your first look at games in development. These games I how they’re coming along. If the game warrants it, we’ii do a 

aren’t even playable yet, but we thought you’d want to see I Sneak Preview or Hands On once they can be played. 


W hen last we visileiJ Ihe Might & Magic series, we 

encountered two interlocking game worlds-THE Dark 
Side of Xeen and The Ciouds of Keen. The developers 
at New World had cleverly devised two inlerlocking 
games that, when connected, gave a sum greater than that of the two 
separate parts. 

When next we visit the Might & Magic series, the creators' goal is to 
create Ihe most logical 3D landscapes and interiors possible. The 
game world will be designed by a former architect who is supposed to 
use real-world logic in creating lioor plans that make sense, cities 
which reflect the transactional and traffic flow of the city, and settle- 
ments that make the best use of existing natural resources. 

The engine is currently being consirucled with full 3D so that any 
i/g/iluBus-generated town can be imported into the game engine. In 
this way, the artists can work on the environment using existing 30 
tools while the programmers are still building the engine. Even Ihe 
objects which can be manipulated in the game will all be defined 
objects with analogs to real-world objects. 



The entire in-house slaif at New World will reportedly shift to Might & 
Magic VI alter Heroes of Might & Magic II (see following) has shipped. 


HANDS ON 


T hese are the products in development we’ve actually spent | titles in the Pipeline, and they are complete enough to actually 
some time with. They represent some of the most interesting | tell how they’re going to play. Most should be released soon. 


►NASCAR 2 



T here’s not exactly a lot of PC stock 
car software out there, but Sierra has 
upped the standards anyway with 
their upcoming NASCAR 2 from 
Papyrus Design Group, Eariy sampling indicates 
that although it won't be a quantum 
leap forward {hey, NASCAR was none 
too shabby in the first place), it'll cer- 
tainly pack enough wallop to lure own- 
ers of the original back for another go. 

Off the track, NASCAR 2 sports inter- 
face improvements with lighter menus, 
upper and lower command bars and a 
single-screen setup routine that contains 
a spot lor comments-a nice touch. 

Race-time graphics are cleaner loo, with 
a far more sophisticated look that 
includes clouds, prettier pavement, and 
generally more-stable movement.One 
recurring complaint about the original, coming 
mostly from outside the core Papyrus audience. 


focused on NASCAR’s extremely (per- 
haps overly?) realistic play. In short, it 
was just too darned hard to handle, espe- 
cially on road courses. Suffice it to say 
that the 


turns of Watkins Glen seem to 
be a changed animal with NASCAR 2-lhe car's 
lost some ot that annoying “wobble." Also the 


overdue implementa- 
tion of curbing, which 
will tilt the car, should 
also help keep the 
tires on the black 
stuff. 

But what sets 
NASCAR apart from 
the rest will be the ioud-mouth crew chief/spotter. 
Actually, he's a pretty decent sort and sounds a 
bit like ol’ Mr. Jarrett, who coaches you about 
that car in your right or left blind spot, current lap 
count and the pit-lane speed limit. 

Papyrus's latest will also feature optional steer- 
ing assistance tor a less demanding drive and an 
“arcade" mode for those that like it really unreal. 

As for tracks, Daytona won’t be there (yet!), but 16 
other tracks will, as will the unruly number 3 of 
Dale Earnhardt. Uh-oh, better get Maaco!-G. Goble 
Sierra On-Line, (800) 757-7707 
PC CD-ROM DOS and Windows 95 PC CD-ROM 
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^Heroes of Might & Magic II: The Succession Wars 



I n the great fantasy tradition of sequels 
and trilogies, authors have given us hours 
and hours of fascinating reading by taking 
us beyond the "happily ever after" of their 
first books and introducing us to the trials and 
tribulations of their offspring. Jon van 
Caneghem has added a new twist in HOMMli. 
Gamers choose between playing the bad son 
and the good son in two different campaigns, 
Still not satisfied? 

HOMMli offers 
almost lour 
campaigns, 
because the 
good son can 
follow the dark 
side of HOMM’s 
force and the bad 
son can be 

redeemed by the good (playing 
similar endings to the other cam- 
paigns with different parameters). 

Best of all, van Caneghem has 
managed to add role-playing ele- 
ments to a well-balanced strategy 
game without messing up the play- 
balance that made the original so 
addictive. The new elements 
include primary and secondary 
skills, character classes like the 
wizard and necromancer heroes, a 
new spell system that is mana (or 
strength) based, a broader range of opponents 
(up to six players), wider choice of castle/town 
improvements, and four different map sizes. 

Graphically, the towns offer a more realistic 
feel. The castles are based on historical archi- 
tectural styles, instead of the fantasy illustra- 
tion of the original, and the buildings are ren- 
dered in 3D (so that they cast the right kinds 
of shadows) and then textured with hand- 
drawn 2D art to remove that sterile feel most 
3D art has. Unlike the first game, in which you 
built dwellings once and were rewarded with 
one type of being to recruit, HOMIl allows you 
to upgrade nearly half the dwellings in the 
game. In this way, a dwelling for Paladins 
gives way to a more powerful home of 


Crusaders, and a Dragon’s tower scales up 
from Green to Red to Black Dragons. 

Even some familiar buildings from the origi- 
nal have new value in HOMMli. Thieves Guilds 
now provide more detailed references, and tav- 
erns add rumors that can be useful. Most 
important, you can now hire a captain to man- 
age the town or castle’s defenses when your 
hero isn’t there, in the original, there 
was no way for a town without a 
hero present to use "General’s 
Orders." 

Combat has changed consider- 
ably. In response to popular 
demand, van Caneghem has 
added a Wait command so that 
gamers don’t have to attack with 
the creatures in the same order 


during every battle round. This allows better use 
of “combined arms’’ tactics in the tough battles. 
Further, you can now divide creatures into attack 
groups. In the original, a player with 60 centaurs 
had to leave them in one group of 60. That way 
a rival sorcerer could tie up all 60 centaurs at 
once. Now you can have three groups of 20 
centaurs, which foils that sorcerer’s gambit,. 
Combat also allows you to use a Panzer 
GENERAL-style shaded hexagon interface, if 
desired. 

Judging from our initial play sessions of HOM- 
Mll, it is possible to make a great game even bet- 
ter. -J. Wilson 

New World Computing, (800) 325-8898 

PC CD-ROM 


Age of Sail Talonsoft 

Aide De Camp’i|^HPS''§[rnulations 
Battleship Hasbro Interactive 

Battles of Alexander Interactive. Magic 
Blood Apogee 

11/96 
Winter 96 
11/96 
Spring:.97 
Spring 97 

Clandesllny virgin 

VffiierMi 

Clue Hasbro Interactive 

11/96 

Bark Earth Mindscape .. .. 

Spring 97 

Descent to Undermounlain Interplay 

11/96 

Destruction Qerb? M Psygnosis 

•Winter 96 

Discworld II; Bealily Bytes Psygnosis 

Winter 96 

Dungeon Keeper EAlBullfraj'^f"^ ' 

11/96 

Ecstalica II Psygnosis 

2/97 

Flight Sfm for Wo 95 Microsoft 

. 11/96 

FPS Football Pro 97 Sierra 

11/96 

Flying Coins Empire 

Winter 96 

Flying Nightmares 2 Domark 

Winter 96 

Hardball 8 Accolade 

Spring 97 

Harpoon Classic 97 interactive Magic 

11/96 

Heroes ef Might end Meglc II New World 11196 

Hlslory of the World Avalon Hill Winter 96-97 

Hyberblade Activision 

11/96 

iF22 Interactive Magic 

Winter 96 

iM1A2 Abrams interactive Magic 

11/96 

Interstate 76 Activision 

Winter 96 

Jack NIchlaus Golf 97 Accolade 

Spring 97 

Jedi Knight: Dark Forces II LucasArls 

2/97 

Jetfighter HI Mission Studios ' ■ ' ■ " 

11/96 

Leisure Suit Larry 7 Sierra 

11/96 

Lords of the Realm il Sierra 

11/96 

Lost Vikings il Interplay 

12/96 

Magic of Xanlh Legend 

Winter 96 

Master of Orion II MicroProse 

12/96 

Myst il Broderbund 

Winter 96 

NBA Full Court Press Microsoft 

10/96 

NBA Live 97 EA Sports 

Spring 97 

New Order Epic 

Winter 96 

NFL Inslant Replay Philips 

Fail 96 

NFL Legends Accolade 

11/96 

One Musi Fall 2 Epic 

Fall 96 

Pacific Tide Arsenal 

Fall 96 

PC PanzerhlDz Avalon Hill 

Spring 97 

Pod UbISolt 

Fall 96 

Privaleer II: The Darkening Origin 

11/96 

Reach lor the Stars It SSG/Microsoft 

Spring 97 

Red Baron II Sierra 

3/97 

Return to Krondor 7th Level 

Winter 96 

Reverence Cyberdreams 

Fall 96 

Risk! Hasbro Interactive 

11/96 

Shadow Warrior 3Q Reatms/FormGen 

Winter 96 

Shattered Steel interplay 

Winter 96 

SlmGolf Maxis 

Winter 98 

Spider Man & the Sinister Six Byron Prelss 11/96 

Star Craft Blizzard 

3/97 

Star Fleet Academy interplay 

Winter 96 

Star General SSI 

11/96 

Steel Panthers If SSI 

Fall 96 

TFX: X-22 Ocean 

3/97 

Tomb Raiders Domark 

Winter 96 

Toonslruck Virgin/Burst 

11/96 

Vampire Diaries Her Interactive 

Fall 96 

VR Goff VR Sports 

11/96 

X-COM: The Apocalypse MicroProse 

Spring 97 

Xenophage Apogee/FbrmQen 

Fall/96 

X-Wing vs. TIE Fighter UicasArts 

Winter 96 







Microsoft 

Where do you want to go today?’ 


Bigger tires. 

Bigger competition. 

Bigger thrills. 

Bigger mud-spitting, 

tone-jarring, ground-pounding racing. 
Monster Track Madness" 
punch it when the 

turns green, and you're in for the biggest race of your life. Drag. Circuit. Hally. 
Race any way you want. At any level. Over any kind of terrain. On or off the track. You 
can even force-feed your buddies mud pies over the Internet. 

So go do GO to 

wviw.miorosoi’t . oom/games/monster/ 

for a free test drive. And see how you measure up. 


©1996 Microsoft Corporation. All rights reserved. Miorosoft and Where do you want to go today? are registered trademarks and Monster Truck Madness is a trademarks of Microsoft Corporation. 
©1996 Terminal Reality, Inc. All rights reserved. All other products and company names mentioned herein are the trademarks of their respective owners. 






b HANDS ON 



►War Wind 


A tecfino-magical world lorn 
asunder by warfare, Yavaun is 
the backdrop tor SSI's new real- 
time strategy game, War Wind. 

An ambitious game, War Wind allows you to 
play any one of ISvaun's four races: the 
Tha'Roon, the current masters ol the world, 
who are fighting to maintain their tenuous 
hold over the other races: the sturdy Obblinox, 
the slave-soldiers of the Tha'Roon, who are 
ready to battle all races to win their freedom; 
the treelike Eaggra, who wish to free them- 
selves from their slavery under the Tha'Roon to find their mythic homelahd; 
and the Shama'Li, wise druids who wish to slop the bloodshed lor all par- 
ties and unite all the factions into one race. 

Gameplay is similar to that of WauCraft II, in that you build structures 


and harvest resources. However, there are dif- 
ferences between War Wind and previous real- 
time titles: You upgrade your basic worker 
units to soldiers instead of training new units, 
you attract mercenaries and heroes, and you 
are represented in the game by a leader unit 
who gains prestige (a game stat that influ- 
ences your hero recruitment) as the game pro- 
gresses. Each race does have different 
strengths and weaknesses, and the campaigns 
are very different lor each race. With Its differ- 
ences and fun gameplay. War Wind should 
hook all those WarCbaft fans who are looking lor new fantasy real-time 
battles. Look for War Wino to hit store shelves in early November.-£ Chin 
351,(800)245-4525 
PC CD-ROM 


►Steven Spielberg’s Director’s Chair 


S O, you want to be a director, huh? Think you could handle the pres- 
sures of Hollywood? Well, before you quit your day job, let’s find 
out if you’ve got what it takes. Steven Spielberg’s Director’s Chair 
allows you to be director for a day (or for as many days as your 
shooting schedule allows). In your new career, you’ll be responsible for each 
stage of the movie-making process, from writing the script to schmoozing 
with the rich and famous at the premiere. You’ll receive sound advice 
from Mr. Spielberg and his associates, and you’ll be blessed with the tal- 
ents of Jennifer Aniston and Quentin Tarantino, but it’s ultimately up to 
you to write, film and edit your masterpiece, on time and under budget. 
Obstacles arise out ol nowhere: During production, costumes may be delayed 
and actors may tarry in Makeup. While editing, you may realize you’ve neglect- 
ed to shoot an important scene. Learning how to maneuver around such prob- 
lems without annihilating your schedule or blowing your budget is k^. 

After completing your first movie, you’ll no doubt be raring to fine-tune 



your skills, and with three levels of difficulty, the scope for replayabilily 
appears endless. This behind-lhe-scenes, hands-on program is a must for 
movie fans and control freaks alike. Steven Spielberg’s Director's Chair 
should be hilling stores the first week in November.-C. Panlher 
Knowledge Adventure, www.directorschair.com 
PC CD-ROIVI 

►Clapdestiny 

Y OU waited until the 11th Hour and you welcomed the 7th 
Guest. Now you’ve been selected as the last Earl of 
MacPhifes; Thematically connected to the other two, though 
not at all a sequel, Clandestiny promises more of the puzzles 
that characterized 7th and 11th. As the Earl, along with his feisty partner 
Paula, to claim your title you must solve these puzzles. They range in diffi- 
culty. to be sure, but you may also select a difficulty level such that some 
almost solve themselves. Additionally, a “tip" function will actually do the 
job for you, if any of them prove just too frustrating. (The problems 
become increasingly difficult as the game progresses.) 

The game unfolds as a drama connected by animated sequences. Each 
puzzle you unlock leads to a new section of the drama, which in turn 
points the way to a new puzzle. The would-be Earl is frightened (as well he 
should be) of ghosts and rotting corpses, while Paula can't wait for the 
next challenge. The history of the place is nol one to be proud of; it is filled 
with cowards and runaway knighls. Nonetheless, it makes for some amus- 
ing background and diversion between puzzles. In genera!, Clandestiny 
takes the edge off of piercing puzzles, at the player’s option, and empha- 
sizes cute characters.-/: Kantor 
Trilobyte, (503) 857-0614 
PC CD-ROM 
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For the nearest dealer, call: 

888-2-I0ME6A, ext.jlS 
Or see us at: www.iomega.com 


1GB disks for as low as $99.95. 

Compact one-gigabyte cartridges. 
Great for graphics, sound, and video. 
Portable files. Fast, easy backup. 


The Jaz” drive is you, 
man. It's fast, it holds 
tons of stuff, and it's 
personal. You won't find 
an easier or cooler way 
to upgrade your hard 
drive. Just connect it 
to your PC or Mac and 
you're jammin': files, 
pictures, graphics, video, 
CAD stuff, whatever. And 
with its dark green color, 
hey, the cat's got style. 


The Unlimited Personal Hard Drive. 

Endless storage space. 

Load and edit projects instantly. 
Goes anywhere you go. 


Iomega. 




FOR A FREE DEMONSTRATION OF OUR 3-D GAMING EXPERIENCE, 
SLAM THIS MAGAZINE INTO YOUR FACE. 





INTRODUCING THE ULTIMATE, 
NO COMPROMISE, GAMER PC. 

At NEC, oup gaming PCs have just taken on a 
whole new dimension. The third, to be exact. 
With two dedicated 3-D graphic accelerators, 
the NEC PowerPiayer™ 


Diamond Monster 3-0 
and ATI 3-D Rage 
graphic accelerators 


NECMultiSpiif6x4 
CD-ROM changer 


sucks you right into 
the action. 

And don't worry, 
you'll be armed with 
everything a serious gamer could ask for. 
A 200 MHz Pentium'"' processor, 6 MB of video 
memory, and a 50-watt Advent surround 
sound system with subwoofer. We've also 
thrown in a Gravis gamepad, Thrustmaster 
Joystick, and Logitech 3-button Mouseman”' 
mouse. As well as a bunch of today's hottest 
games, all reconfigured to take advantage of 
our unique 3-D technology. You can even head out 
into cyberspace and play in real 
time against anyone else on 
the net. 

For more information, 
call 1-800-NEG-INFO. Or, 
for a slightly more conventional 
demonstration, visit your local retailer. 


SEE, HEAR AND FEEL THE DIFFERENCE.”' 



I Visit our new web site at hnp://www.nec.com | 

O1^Paci<2rdBeiF£C,tc.F'(mrn^)96at!3cfet70kdP3Aan]Bei^CD, ^ See. Hear sTdFeeltheUlererceanJUiliSpnaeisgeercdtraderMiGolNECTechTK^, Inc ^ECsa 
regsleredtisjErrakctf NEC CcrixraimTha Mil It^Lc^^ardPentwi are i«9slctUL-3;^matksardifePer<uTiPrax5Sv 1 x 193 6 a Key *20036 
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►F/A-18 Hornet 3.0 

T he F/A-18 Hornet is the workhorse of Navy 

and Marine air units, performing both air-to-air 
and ground-attack missions with such finesse 
that it was the first aircraft simultaneously des- 
ignated ‘'Fighter/Attack." Soon the Hornet will get a different 
sort ot dual personality, when Graphic Simulations 
Corporation’s updated F/A-18 Hornet 3.0 ships on both the 
Macintosh and, for the first time, Windows 95. 

Hornet lets you fly single missions, a scripted career, or 
network battles (up to tour players) in a single-seat F/A-18A. 

Unlike many recent sims, which have featured dynamic cam- 
paigns with strike packages composed ot multiple aircraft 
types and have often concentrated on coordinating attacks with wingmen. 
Hornet seems to follow the older "you against the world” model. Not that 
that’s too difficult in an aircraft that can simultaneously carry a full air-to-air 
load for self-protection, air-to-ground ordinance to perform precision strikes, 
and HARM antiradiation missiles to take out enemy SAM sites, (And for those 
really tough-to-clean enemy stains, try Hornet’s tactical nukes, guaranteed to 
wipe out entire bases with one easy click, or your money back.) 


Hornet’s graphics 
engine doesn’t use tex- 
ture-mapping, but the 
large polygon count 
and high resolutions 
supported (up to 
1024x768) make (or 
extremely sharp 
ground structures and 
nicely detailed air- 

craft-not to mention a speedy frame 
rate on machines not blessed with 3D hardware. 

The flight model feeis in the middle of the realism range. With a nice 
set of tutorials, uncomplicated but challenging missions, and a fairly real- 
istic but not overwhelming instrument package. Hornet looks like a great 
introductory game for the new sim pilot. More experienced fliers, though, 
might fee! a bit alone in the skies.-O, Atkin 
Graphic Simulations Corporation, (214) 386-7575 
Windows 95 and Macintosh CD-ROM 


Plant Trees for America 

I TM 




need more trees to protect our farm fields 
and our rivers and streams. To provide 
wood for our homes and a thousand 
products we use every day. 

10 Free Trees 

Ten Colorado bine spruces, or other 
conifers selected to grow in yt)ur area 
will be given to eacli ]>erson who joins 


the Arbor Day I-oundation. 

Your trees will be shipped 
postpaid at the right time for 
planting in your area, February 
through May in the spring or 
Octol')er through mid December 
in the fall. The six to twelve inch 
trees are guaranteed to grow, or 
they will be replaced free. 

To become a member 
and to receive your free 
trees, send a $10 member- 
ship contribu- 
tion to Ten Blue 
Spruces, National 
Arbor Day Founda- 
tion, 100 Arbor 
Avenue, Nebraska 
City, NE 68410. 

Join today, and plant your Trees 
for America! 


Tlie National 
Arbor Day Foundation 


T rees provide food, .shelter, and 
nesting sites for songbirds. 

Trees increase property 
values, and m;ike our 
Itomcs and neighborhoods 
mt^rc livable. 

Trees help conserve 
energy. They cool our 
homes and entire cities in 
the summer, and slow cold 
winter winds. Shade trees 
and windbreaks can cut 
home utility bills 15-35%. 

Trees clear the air we breatlic, 

T'hey provide life-giving oxygen wlfile 
they remove particulates from the air and 
reduce atmospheric carbon dioxide. 


America needs more trees 


Tile United States has lost a tliird of its 
forest cover in the last 200 years. 

Our towns should have twice as many 
street trees as they have today. 

We need more trees around our homes 
and throughout our communities. Wc 



CLINICAL MANUAL OF 
MENTAL DISORDERS 


(»T. .'rnter at ; we 
'■SoUaa'‘e>' 
iicgtio^sractivB-i 




ANTISOCIAL PERSONALITY DISORDER 



Now Available 


Perhaps the most disturbing issue 
here is that this game is one of the 
best-selling games of 1995. 

•Shoot ‘em up action from the cre- 
ators of Doom 

•Destroy the treacherous Serpent 
Rider and restore order to the 
Cronos dimension 

•Jump, fly, throw lightning bolts, or 
even cast evil spells 



DOS/Windows® 95/Macintosh® 




This manifestation of the disorder is 
of a more reclusive nature. 

•The barren artist retreat of the late 
eccentric designer, Thurston Last 
•Rebuild the Muse Machine, harness 
the power of the Muses and restore 
the resort to its original grandeur 
•Solve brain-numbing puzzles along 
the way 



Windows 95/Macintosh 



Buy S games and get a third 




Howd' ©1995 Ravsn Software Corpoa'ion. All Rights Rffiened. Published by id Software. Irvo, g"” ©1996 Tribeca Interactive, Inc, All Rights Reserved. Created ar>d published by 






What we see here is a definite cry 
for help. 

•Play as either male or female and 
annihilate the opposite sex 
•Choose from among S8, equally anti- 
social missions within each sector 
•Blow up virtually eveiything in sight 


A pattern of disregard for and 
violation of the rights of others. 


Now Available 


DOS 



Available October ‘96 


Here we see, not just violence but ultra 
violence. 

•Intense action thriller 
•Evil alternate reality dictatorship, 
where the player must solve the 
mystery of their former identity 
•Nightmarish artwork of underground 
phenomenon Aidan Hughes and the 
industrial sounds of Roland and Paul 
Barker 


w 

Windows 95/Macintosh 




Antisocial t3rpes will be imwilling to 
• share news of this offer with others. 


Availability dates subject to change. 

Trtsca Mffac.?, Ire GenderWars^ 01996 SO Cine IrfErac?.?) Lid. AiBgHsResaved 01996. 2PC'ei996ZMiibieU.C. Al Rights Reseied. PtDdixsda«Jdfte>o(*d&,’ZcxiibieliC. 

Circle Reader Service 10 


one free 
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IMPULSE-CONTROL DISORDER: 





Buy 8 games and get a third 


Pray you never see a case this 
extreme. 

♦Control 3 independent robots and fight 
your enemy on 3 different battlefronts 
•Totally interactive environments - blow 
up virtually everything in sight 
•Thousands of enemies, incredibly 
destructive weapons, numerous power- 
ups and puzzles 


Windows 95/DOS/Macintosh 


Here we see a perfect example of 
impulse-control disorder. 

• 3-D futuristic, “Gladiatorial 
Tournament” 

•60 supremely intelligent opponents 
with unique fighting styles and awe- 
some weaponry 
•SO different playing arenas 
•4 player network compatibility 


Bedlam is licensed frcm Mjrage Tecfifidogies (MultraKlia) Ltd. 01 996 Mirage Technciogies (Multimedia) Ltd, A'l Rights Reserved. XS"* 01996 SCI (Sales Cuvelnieraclae) Ltd. AJlflghts 


Now Available 


Available October ‘96 






Stmlffir 


Episodes of failure to resist aggressive 
impulses that result in serious assaultive 
acts or destruction of property. 


There’s no misdiagnosing this one. 

•Graphically-advanced, futuristic cyber- 
cycle racing 

•Pit skills against a pack of high-speed 
rivals on totally outrageous tracks 

•Screaming through a white-knuckled 
world of shadows and danger 


Available November ‘96 


Windows 95/DOS 



Available October ‘96 


The name says it all. 

•Best graphics, fastest gameplay and 
most diverse replayability in its genre 

•3D shooter puts player in control of a 
hi-tech battle walker on one of many 
suicide missions 

•Expansive, cutting-edge settings occur 
on land, underground and even under- 
water 



Windows 95/DOS 



one free. 


Impulse-control disorder types will be so excited by 
this offer they will probably roll up this publication 
and smack someone in the head with it. 


Availability dates subject to change. 

Rssavsd. ScOTher'ot^Sca'HijSf, be. AJ Rights Ftese\«d. Created and pitished tjy be. Annok ©1996 Sca«^, Inc. «l Rights Reserved. Created and pubfefied by Sca.«nger. Inc. 



DELUSIONS OF GRANDEUK 



Now Available 


This is a somewhat fri^tening manifes- 
tation of delusions of grandeur. 

•Scheme your moves, strengthen your 
arms and conquer the world as a 9th 
century rack-and-ruin Viking 
•Wreak havoc on unsuspecting villages, 
crushing all and carrying off spoils 
•Narrated by Michael Dorn 




Windows 3.1 /Macintosh 



Available November ‘96 


Here the player believes he must save 
the Roman Empire. 

•Navigate a labyrinth of politics, 
murder and deceit 

•Totally immersive and faster than the 
hit web game 

•Historically accurate reconstruction of 
Ancient Rome, 205 A.D. 


Windows 95 & 3.1 /Macintosh 



Buy S games and get a third 


0 ^^ 


Vikings: TheS!fategyotUl^ateCon<]ijesl''D199GGTIn[efartit'0So!W'ar9Cc»p. AS Ric^s Resea'ed. S.PO,R.“B1996Cv1»&les.lnc, Rights Resenad, Created by CytiefSte, Inc. HefeticiStactowciftI 






Delusions of inflation of worth, power, 
knowledge, identity or special 
relationship to a deity or famous person. 
(e.g., Nordic Gods, ancient Homans, heretics, 
commanders of inter-galactic space ships) 


Yes. It’s as disturbing as it sounds. 

•The ultimate sword and sorcery 
battlefest 

•Fluid, seamless realism (which unfor- 
tunately, only serves to reinforce 
players delusions) 

•The original 3 episodes of gameplay 
plus 2 new full episodes 


Now Available 


DOS 



Available November ‘96 


The player has to prove just how great he is 

by uniting the galaxy under his leadership. 

•Aggressive inter-planetary colonization 
and cunning pohtical negotiations with 
alien cultures 

•Real-time strategic space and ground 
warfare 

•Clever resource allocation requiring 
heavy R&D 



DOS 




one free. 


Those who suffer from delusions of 
grandeur will think this offer is yet 
another manifestation of their greatness. 


Availability dates subject to change. 

Sefpenlftaere’' 01996 fevenSofwatCwporatoi. A3 Rigtils Resefved. Pitt^iedbyidSctWafa, inc. tri'pcdjfn^toica''C1996GTIntefscto«Soft\sareCofp. Al fights Reser.'ed. De.escped by Dgtal Reit/ inc. 
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OBSESSIVE-COMPULSIVE 



Now Available 


This is only the early stage of this vio- 
lent obsessive-compulsive disorder. 

•The best selling action game of all 
time 

•Higher resolution graphics and faster 
than ever gameplay 



Windows 95/DOS 




At this stage you know you have not 
succeeded in early intervention. 
•Gaming Hail of Fame inductee 
•Includes the original 3 episodes, plus a 
new one; “Thy Flesh Consumed” 
•Beefed-up graphics and sound 




Now Available 


Windows 95/DOS/Macintosh 


Buy Z games and get a third 
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Repetitive behaviors or mental acts 
(e.g., doing magic tricks, or killing) 
that the person feels driven to perform 
in response to an obsession. 


This is it. The final stages of the dis- 
order, and hence the final chapter in 
the legendary Doom series. 

•Two new, 32-level versions 
•New stoiylines 

•The package Doom addicts have been 
craving 




Now Available 


Windows 95/DOS/Macintosh 



Now Available 


This is a extremely rare case: the inability 
to control the impulse to perform tricks. 
•Hilariously funny comedy adventure, 
taking place in bizarre cartoon world 
•Six in-depth quests 

•Over 90 wacky characters and 105 stun- 
ning animated locations 



DOS 



one free. 


Obsessive-compulsive t3npes will feel the 
need to keep turning back to this page to 
make sure this offer still exists. 


Availability dates subject to change. 

Macntcdfsare^ffaJtatbiiakciAfpfetaivJls’.lna revered t^fenvtedMvoscflCenw^ AlgamesiJsOtiJedbyGTbteractwSoftwafeCc^^ MnhetfadetrarteafeihepfDpenydtheriKpecwcaw^ 
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Buy 2 Gaines Get A Third FREE 

Here's the deal Buy any 2 games from the “BUY^ list below (either from your local partlclpaang retailer or by ordering directly from GT Interactive bv 
phone), and then select a third game for FREE, plus $6.95 shipping 8e handling, from the “FREE" list below. Buy now and you’ll automatically be entered for 
a chance to win 15 HOT games in GT Interactive’s Game Therapy Sweepstakes. Not some dust collecting throwaways. Really cool stuff! (No purchase neces- 
sary to enter. See official sweepstakes rules and details below) 

Here’s how to get your FREE ^ime and automatically be entered into GT Interactive’s Game Therapy Sweepstakes: 

1) BY PHONE: Simply call GTs toll free hotline at 1-800-432-3493 ext. M606 and use your mryor credit card to purchase any 2 games from the “BUY” list 
below. Order your FREE game at the same time by choosing one from the “FREE" list below. M orders must be received between October 1, 1996 and 
January 31^^97. Your credit card will not be charged imm all items ordered are available for shipment. Allow 8-12 weeks for delivery 

2) AT RETAIL: Purchase any 2 games from the “BUY" list below from 

31, 1997. Then select your FREE game from the “FRT" - 

your selection in the space indicated to receive your F 


BUY" list below from tout favorite participating retail software store between October 1, 1996 and January 
“FREE” list below. Ebllciw the simple steps on the coupon below and be sure to write the ifa m number of 
ur FREE game and automatically be entered in GT Interactive’s Game Therapy Sweepstakes. 


THE BUY USX 


THE FREE LIST 


COST 

$49.9B 

$49.96 

$49.95 

$49.95 

$34.96 

$34.95 

$49.96 

$49.96 

$34.96 

$34.95 

$34.95 

$34.96 

$49.96 

$49.96 

$49.95 

$49.96 

$44.95 

$49.96 

$49.95 

$44.95 

$49.96 

$49.96 

$49.96 

$39.96 

$38.95 

$38.95 


04-11568 SPQR W98/W3.1" 

04-S0158 SPQR MAC- 
04-11268 “9"W3.1 
04-20113 “9" MAC 
04-20064 HEXEN MAC 
04-10826 HEXEN W95 
04-11316 AM0KW98/D0S* 

04-11567 XS DOS* 

04-10722 ULTIMATE DOOM W95/D03 
04-20033 ULTIMATE DOOM MAC 
04-19723 DOOM U W96/DOS 
04-20043 DOOM U MAC 
04-20114 BEDLAM MAC 
04- 1 1 265 BEDLAM W95/D0S 
04-11264 SCORCHER W9S/D0S- 
04-11789 IMPERIUM OALACTICA DOS" 

04-11459 KINGDOM 0’ MAGIC DOS 
04-11319 FINAL DOOM W9B/D0S 
04-20135 FINAL DOOM MAC* 

04-11458 GENDER WARS DOS 

04-11315 ZPC - NO FLESH SHALL BE SPARED WOS* 

04-20115 ZPC - NO FLESH SHALL BE SPARED MAC* 

04-111 63 HERETIC: SHADOW OF THE SERPENT RIDER DOS 
04-11164 VIKINGS: THE STHATEqy OF ULTIMATE CONQUEST W3. 1/MAC 


SELECTION# TITLE 
04-11508 SPQR W95/W3,l- 
04-20158 SPQR MAC** 

04-11266 "9" W3,l 
04-20113 “9" MAC 
04-11316 AMOK W9B/D0S* 

04-11567 XS DOS* 

04-20114 BEDLAM MAC 
04-11205 BEDLAM W95/DOS 
04-11264 SCORCHER W96/D0S** 

04-11459 KINGDOM O’ MAGIC DOS 

04-11458 GENDER WARS DOS 

04-11315 ZPC - NO FLESH WILL BE SPARED W95* 

04-20115 ZPC • NO FLESH WILL BE SPARED MAC* 

04-11154 VIKINGS: STRATEGY OF ULTIMATE CONQUEST W3. 1/MAC 
04-10266 JUST ME AND MY DAD W3.1/MAC 
04-11789 IMPERIUM OAIJiCTICA DOS** 

04-10442 LOCUS W95/DOS 
04-20089 LOCUS MAC 
04-10258 ICE S* FIRE W95/W3. 1 
04-20056 ICE & FIRS MAC 


‘ Avallal;le October 
’• Avellablo Novuiiibei' 
All otliors now avail 


A Include ( wIhp tax where applicable. Not all games avallsbio on all platfonns or operating systems. See game lists I 
oily In Continental US. Allow 8-13 weeks from rooolpt of order for dallveiy. FREE offer expiree Janiiaiy 31, 1097 01 
t. AvallsbUity dates sutiject to change. 



GT Interactive’s GAME THERAPY SWEEPSTAKES 

) 1 .0 YesI Please enter me for a chance to win GT Interactive’s Game Therapy Sweepstakes. Simply complete and mail this coupon in an envelope with 
postage affixed to GT Interactive Software, PO Box 98S, Buffalo, NY 14207 no later than January 31, 1997, (Skip to item #4 below.) No purchase 
necessary. See offii^ rules below for details. 

-or- 

‘ 2.0 Please enter me for a chance to win GT Interactive's Game Therapy Sweepstakes and send me my FREE game by ma.n (I've already purchased 2 
games from my software retailer.) Simply choose your FREE game from the “FREE” list above. Be sure to write the Item number of your selec- 
tion in the space indicated below. Use the item number of your selection that corresponds to your operating system — not all games are available 
for every operating system. Enclose in an envelope with sufficient postage the following: (a) Proof-of-purclmse (UPC bar code) for each game pur- 
chased, (b) store receipt dated between October 1, 1996 and January 31, 1997 for each game proof of purchase provided, (c) this fully oompleted 
coupon, and (d) $6.96 payment for shipping and handling of your FREE game. Mail to GT Interactive Software, PO Box 983, Buffalo, NY 14207 
no later than January 31, 1997. 


My FREE game from the “FREE" list Is Item Number 04- 

In case first choice is unavailable, please Indloate; 2nd choice 04-_ 


3rd choice 04- , 


Shipping and handling payment check money order credit card 

If paying by check, please make checks payable to QT Interactive Software. If paying by credit card, please indicate the foDowing: 
Credit card account # 


’ Exp. date / Visa 

MasterCard 





_ 4. Required 






; name 


address 


apt 


•; city 


state 

zip 



phone 

5. Optional 

male/ female 

date of birth 

e-mail 


M606 

, YOUR OPERATING SYSTEM? 

Mac OS™ 

IBM‘PC W98 W3.1 

MS-DOS* 



{, OTHER PLATFORMS OWNED? 

SEGA Saturn 

SONY Playstation™ 

NINTENDO Ultra 64™ 




OFFICIAL RULES 
NO PURCHASE NECBSSAR.Y 

1. TO ENTER: To enter the sweepstakes, you may do any of the following; (1) Purchase two games from the “Buy" list above from GT direotly by calling 
1-800-432-3403 ext. M806 and provide the Information requested on the coupon above to the operator; or (2) Purchase two games from the “Buy" list above 
from any participating retail store, send us the original UPC bar code from each game, and a store receipt dated between October 1, 1996 and January 31, 1997, 
for each game purchased, and the completed coupon above, and mall to QT in an envelope; or (3) Complete sections 1 & 4 on the coupon above or hand print 
your name, adoress, age, telephone number, and operating system on a 3x6 post card. Send entries submitted by methods two (2) or three (3) above with proper 
postage affixed to GT Interactive Software Sweepstakes, P.O. Box 985, Buffalo. New York 14207. All mall entries must be postmarked by January 31 1997 and 
received by February 7, 1997. No limit on snail entries, but mass entries and reproductions will be disqualified. Not responsible for lost, late, misdirected 
postage due entries or entries not received In time for the random drawing. Mutilated or Illegible entries will be disqualified. 2. WINNER SELECTION: Winners 
will be selected in a random drawing from among all eligible entries received by representatives of QT Interactive Software Corp. on or about Pebniaiy 14 1997 
Odds of winning depend on the total number of eligible entries received. Winners will be notified by mall on or about February 28, 1997 Winners (or the par- ' 
ent/guardlan of winner if winner is a minor) will be required to execute, and return within fourteen (14) ctos of receipt, an affidavit of eligibility release oflla- 
biUty, and publicity release; noncompUanco within such time or the return of any notice as undeliverable, will result In disquallflcation and the selection of an 
alternate winner. Void where prohibited or restricted by law. All federal, state, and local laws and rsgul^lons apply. 3. prizes AND APPROXIMATE RETAIL 
VALDES; Twenty-five (25) winners will each receive fifteen (18) items of their choice from the “Buy List" (ARV: $600 each). Limit of one prize per person or 
household and no substitution or transfer of prizes by winner wUl be permitted. If any item is unavailable, another Item of equal value will be awarded All 
prizes will be awarded. 4. MISCELLANEOUS: All federal, state, and local taxes on prizes are the sole responslbllHy of winner. Acoeptsmee of a prize constitutes 
permission to use that winner's name and/or likeness for advertising, trade punwses and promotional use without further compensation unless prohibited by 
law. Not responsible for any personal or property loss or damage incurred by acceptance and/or use of prizes. All entries become the property of GT Interactive 
Software Corp. 5. ELIGIBILITy; Open to Continental U.8. residents only. Employees of GT Interactive Software Corp.. its subsidiaries, affiliates advertising agen- 
cies and their immediate families or members of the same household are not ell^ble to participate. 6, WINNER’S LIST: For a list of winners (available after 
Maroh 50. 1997), send a self-addressed, stamped envelope to GT Interactive Software Sweepstakes. FO. Box 988, Buffalo New York 14207 
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Of All Time 
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Of All Time 
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NOVEMBER 1996 


ce 


Break out the 
banners and 
strike up 
the band in 
salute to the 



Games 

OF /ILL 


1 • Sid Meier’s Civilization 

Microprose, 1993 


Ws 




ihile some games might be equally addictive, none have sus- 
f talned quite the level of rich, satisfying gameplay quite like Sid 
Meier’s magnum opus. The blend of exploration, economics, 
conquest and diplomacy is augmented by the quintessential research 
and development model, as you struggle to erect the Pyramids, dis- 
cover gunpowder, and launch a colonization spacecraft to Alpha 
Centaurl. For Its day. Civ had the toughest computer opponents 
around-even taking into account the "cheats,” that in most instances 
added rather than detracted from the game. Just when you think the game might bog down, you discover a 
new land, a new technology, another tough foe-and you tell yourself, “just one more game,” even as the 
first rays of the new sun creep into your room... the most acute case of game-lock we’ve ever felt. 


cmraoi 

Sintd An Hmpirt To Suni IIk TcM Of Tuk 
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2. Ultima IV 

Origin, 1984 




H ere began Avatarhood: where 
every major plot development 
depended on ethical choices 
made bv vour character. The detail was 
such that even non-player 
characters would react to 
you based on your charac- 
ter's reputation, as word 
traveled from town to town 
of your actions. What the 
dialogue lacked In clever- 
ness, it made up for with an 
authentic, gritty feel rarely 
found in other games. For the 
first lime, NPCs became true 
companions, rather than bun- 
dles of statistics to help in combat. 
Even the ending was a surprise, mov- 
ing away from the "take out Foozle" cli- 
max so common In RPGs, If all RPGs 
were half as richly filled out as this, 
role-playing games wouldn’t be In 
such a state of decline. 


3. Mule 

EA,1983 


F our players try to colonize 
a planet while simultane- 
ously driving the other 
players out of business. 

Named after the robotic 
"mule" that enables you to 
farm, mine and transport equipment, 
the game contains no bombs, guns or 
missiles-just offers an exciting game of 
cutthroat competition complete with 




live auction that actually made eco- 
nomics fun. Because EA could never 
manage to come out with a sequel, 
many of us held on to our C-64s and 
Atari 19800s just to play this, still the 
best multiplayer game we’ve ever seen, 

4. Red Baron 

Sierra,1990 

W hile l^lcon 3.0 (see below) 
may be the most impressive 
from a technical standpoint, 
there is little question that Red Baron is 
the better game. Damon Slye honed his 
craft while designing action hits like 
Stellar 7 and Skyfox, but with pure 
flight sims, he found his metier With 
all the realistic options turned on, Red 
Baron is a bear to fly; it’s all you can 
do to keep the fragile wings from tear- 
ing off. Rotary aircraft snap to the 
right, machine guns jam at the worst 
time-just exactly how you would expect 
these rickety constructions of wood 
and fabric to behave. When you toss in 
the interesting missions and wonderful 
campaigns, it’s hard to imagine a bet- 
ter flight experience. A tribute to the 
design is that despite its dated VGA 
graphics, it is still selling. If Red Baron 
II is anywhere near as good, flight sim 
fans will have ample reason to rejoice, 

5. DOOM . 

ID Software, 1993 

S imply the best action game of all 
time. Even though DOOM wasn’t 
true 3D, it transformed the way 


everyone thought about the PC as a 
fast gaming machine. If you want to 
see us rhapsodize some more, check 
out this month’s Flail of Fame. 



6. Sim Cin 

Maxis, 1987 

T he ulti- 
mate in 
software 
toys almost 
never got pub- 
lished. 

Supposedly, 
there just was- 
n’t “enough 
game,” a 
description 
belied by the 
dynamic city 
construction 
involved. After 
you built your 
city from 
scratch, you 

had to run it, and the continued 
success comes not so much from 
the mechanics, but from tapping into 
the sheer joy of discovery. Challenging 
on many levels, it evaluates your perfor- 
mance even as you enjoy it. It’s hard to 
ask much more than that from any 
game. 


DOOM 


7* Wing Commander 

Origin, 1990 

N o, it didn’t have the detailed 
“flight model” that X-Wing or TIE 
Fighter would later bring to the 
galactic party. And compared to the 
multimedia production values of Wing 
Commanders III and IV, the original looks 
like stilted Saturday morning cartoons. 
But Wing Commander was the first to 
successfully blend interstellar action 
with a storyline. While the theme-a 
valiant struggle against a seemingly 
overwhelming foe-was typical sci-fi, the 
designers did a good job of developing 
the tensions inherent in the situation. 
The “hot washup” scenes at the Tiger’s 
Claw bar between missions gave you a 
needed break from wrist-wracking 
action, and the conversations you had 
with other pilots left you with not just 
tactical tips, but the impression that 
your wingmen were personalities rather 
than mere algorithms. 



cc 
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8. Empire 

Interstel.1978 

A fter proliferating on college and 
corporate mainframes all througfi 
the 1970s, Empire found life on 
the personal computer when ex-NASA 
programmer Mark Baldwin was 
approached by Interstel to create an 
Atari ST version. Ostensibly a game of 
planetary conquest, complete with a 
sci-fi wrapping in the documentation, 
the game was really a delightful multi- 
player version of strategic level WWiI 
era warfare. Production level determined 



economic level which determined the 
potential number of military units avail- 
able. As a multiplayer game, it could be 
played by "hot seat” (CGW deadlines 
were constantly in danger due to office 
games) and by PBEM, Not a direct port 
of the mainframe game, Baldwin’s ver- 
sion added greater roles for destroyers 
and new intelligence algorithms, among 
other additions. 

9. Wasteland 

Interplay, 1987 

A fascinating science fiction story 
set in a post-nuclear world of dis- 
integrating technology, dysfunc- 
tional society and mutant organisms. 
Wasteland was the first game many of 
us played where the other members of 
the player’s adventuring party acted like 
“real” people instead of inventory cabi- 
nets with names and automatons with 
skill sets. Ask the party (o divvy up the 
cash and one or more might refuse. Try 
to get a party member to cough up 
his/her last clip of ammo? No way! But 
don’t take our word for it. Play it your- 
self. The entire game is on this 
month’s C6-R0M. 


10. Falcon 3.0 

Spectrum HoloByte,1991 

F alcon 3.0 was the first jet simula- 
tion to offer a truly realistic flight 
model, but it didn’t stop there. It 
also introduced the useful (and neces- 
sary) wingmen and the first truly 
dynamic flight sim campaign. 

Moreover, Falcon 3.0 was also one of 
the first games to support multiplayer 
network play. The fact that the game Is 
still in the shelves more than five years 
after its initial release is testament to 
its quality and advanced design, 

11. FPS Football 1995 

Sierra, 1994 

M ost pigskin games are either realis- 
tic stat-based sims dryer than our 
favorite martini, or so reflex-dependent 
that your gridiron savvy is rendered 
totaliy irrelevant. Front Page Football 
changed all that, somehow combining 
the best of both worlds, and Improving 
up through FPS Football 95, winning 
an unprecedented three CGW Premier 
awards in the process. Instead of rely- 
ing on statistics, this models the 
physics of the game on the field; the 
fluid rotoscoped movement of the play- 
ers; the quick release of a Dan Marino 
pass; the blocking power of a 300- 
pound offensive lineman. From the play 
editor; to the updated rosters of NFL 
players (who actually play like their real- 
life counterparts), and the career 
league options, no other game brings 
its sport to life quite like this one. 

12. lEMiVtmGS 
PSYGNOSIS,1991 

T he cries of “Oh nol” as you'd sac- 
rifice a Lemming in an effort to 
save its brethren proved that the 
death of little animals had never been 
so cute. This diabolical puzzle game 
starts with simple challenges and works 
you steadily towards ultra-challenging 
conundrums that require split-second 
timing with the mouse. In its initial 
release, the PC version was a poor imi- 
tation of its Amiga predecessor, but the 
Win 95 update included with Lemmings 
Paintball should be snatched up by all 
who missed this classic. 

13. ZORK 

Infocom,1981 

I t all started with a little letter in a 
mailbox outside a small white house. 
From here began a magic journey 
into the land of Frobozz. This seminal 
Infocom text adventure combined chal- 
lenging puzzles, wonderful descriptive 
prose, and a touch of humor to create 




a rich universe that existed not in SVGA 
graphics, but within your head. A far 
different tone than the campy Return 
TO ZoRK or the dark Zork Nemesis made 
this a universe many early gamers 
would spend all their non-school 
houR glued to until it was fully 
explored. 


17. Gabriel Knight 2 


Sierra, 1996 

A haunting tale from Jane Jensen, 
the interactive Ann Rice, which suc- 
cessfully blended the psychological and 
supernatural, an adventure game inter- 


14. Tetris 


“his insidious little 
puzzle game 
may have 
3en the Soviet 
■ union’s last-ditch 
attempt at destroying American 
productivity. If personal comput- 
ers had been more commonplace 
in 1988, it darned well might have 
succeeded. The seemingly simple 
task of matching falling blocks would 
become an obsession, to the 
point that many gamers would 
find themselves rotating Tetris 
blocks in their dreams. 


15. Panzer General 


SSI, 1994 


M ost of US that play 
wargames began for a 
variety of reasons, but 
chief among them was that we 
wanted to be Patton, or Lee, or 
Rommel for a day Panzer 
General lets you do just that, in 
a series of tough scenarios and 
exciting campaigns. PG isn’t for 
everybody, since every time real- 
ism and fun clash, the latter 
wins out. But what the game 
lacks in historical insights, it 
more than makes up for in vari- 
ety: the amphibious invasion of 
Norway: the airborne assault on 
Crete; the sweeping armored bat- 
tles of Kursk and North Africa. Pai 
General made more realistic games 
like Steel Panthers possible, becaus 
it made wargames fun— anti mar- 
ketable-again. 


16. Wizardry 


Sir-Tech, 1981 

T he seminal dungeon romp, this 
RPG sent AD&D fans scrambling to 
buy Apple lls. 



From the Makers ot I995's Game 




■■ ■ ■■ ■■■.j; ' 




-*rr 


^ Role-playing adventures in a real-time world 


^ Join forces with other adventurers via 

NETWORK OR INTERNET 


f Free' ACCESS to bahle-net- Buzzard's 
Internet gaming service 


^ Diablo creates a unique labyrinth every time 
you puy 


li* Exclusively for WIN 95 


Embark if you dare upon a dark and sinister quest to battle the Lord of Evil, Diablo. 
A quest that will pull you into the very depths of hell itself.. .and beyond. 


tFree ouess to bat>le.n«t reqMhot «((>s lo Ihe Inltmel. Phiyer it ntponiiblt lor oB qppRcobU Intomot f«t>. 

Diablo and Bliiiaid EntertoInnKnt ore trodemorki of Dovidion & Aiiodotfts. All rigbli roftived. ®199b Blinord Enlsrtoinintnt. 




OF The Year Comes Something Even Hotter! 


8oo-953-Snow 

www.blizzard.com 
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OI= ALL TIME 



face and full motion video, 

18. Sid Meier’s Pirates! 

MicroProse,1987 
The Amiga version of this 
I hybrid game of exploration, 
combat and role-playing was by 
far the best, with smooth ship 
combat and fast-action sword- 
play, 


19. Secret of 
Monkey Island 


LucasArts,1989 


W ho could ever forget the 
Insult-driven duel sys- 
tem or the identity of the 
mysterious Swordmaster? 


20. AncHON 

EA,1984 

T he strategy of chess plus 
fast-arcade action made for 
an addictive two-player experi- 
ence. 


21. Their Finest Hour 

LucasArts,1990 

T he first World War II sIm 
that really made you feel 
like you were there, this, like 
Red Baron, reminds us that 
a great sim can also be a 
great game. 


MPS.1994 


T he best tactical system for squad- 
based combat combines with an 
excellent R&D model and pop culture 
about aliens and UFOs for an incredibly 
addictive strategy experience. 



23. Might & Magic 

New World, 1986 

A 3D dungeon view combined with 
the biggest world map to date 
were just two of the major features 
of this advanced level CRPG. 


24. Raid on BungeungBay 


Broderbund,1984 


S mooth-scrolling, 360-degree shooter 
that redefined C64 arcade action 
and used graphics tiles that paved the 
way for SimCity’s inception. 




25. Earl Weaver Baseball 

EA,1986 

T he Amiga version was a sports clas- 
sic, from the stats to the graphics. 
Too bad the later versions gave it a 
black eye. 

26. Links 386 

Access, 1992 

W hen a "386" golf 
game is still sell- 
ing to Pentium Pro 
owners, you know it’s 
good. 

27 MechWarrior2 

Activision, 1995 

T he atmosphere and background 
story made this giant robot game 
an amazingly immersive experience. 

28. Warcraft II 

Blizzard, 1995 

D oesn’t reach all of its lofty goals, 
but it’s fast, furious and com- 
pelling-what Interplay’s Tolkien games 
should have been. 

29. Star Control 2 

Accolade, 1994 

S tarControl 2 was a fast-paced 
space game with a stunning blend 
of adventure, action, and humor 

30. Populous 

Bullfrog, 1988 

A s the father of real-time strategy 
games. Populous gave you the 
opportunity to play god. 

31. NASCAR Racing 

Papyrus, 1994 

Its fast action on the track introduced 
I computer gaming to a whole new 
market. 

32. M-1 Tank Putooh 

MPS,1989 

s the first simulation to allow you to 
command multiple vehicles, M-l 
Tank Platoon addressed several issues 
of combat doctrine ignored in other 
tank games. 


33. Master of Orion 

Simtex/MPS,1993 

S teve Barcia leaped to the stage with 
this Sid Meier’s Civilization meets 
Reach for the Stars game of space 
conquest. 

34. Day of the Tentacle 

LucasArts,1993 

D orr completely blew away its 
ancestor. Maniac Mansion, with its 
smooth animated sequences, nifty plot 
and great voiceovers. 

35. Chuck Yeager’s Air Combat 

EA.1989 

T hree eras of air combat came 
together in this flight sim classic. 

For the Korean War, this is the only 
flight sim which has addressed it. 

36. Quake 

Id, 1996 

T he ultimate implementation of the 
deathmatch. Quake also creates the 
spookiest atmosphere ever presented in 
an action game, 

37. Duke Nukem 3D 

Apogee, 1996 

A close match for Quake, with any 
deficiencies in its 3D engine made 
up for by its bizarre, and sometimes 
earthy, humor. 

38. Crusader: No Remorse 

Origin, 1995 

I n an industry dominated by DOOM- 
clones, this shows that the _-view 
action game has a lot of very visceral 
appeal left. 

39. Red Storm Rising 

MicroProse,1989 

A modem submarine combat game 
unmatched even by today’s offerings, 
the play balance of scenarios, campaign 
and realism was nearly perfect. 

40. Harpoon 

360 Pacific, 1989 

S ince modern naval combat is fast 
and diverse. Harpoon had to offer 
gamers a real-time perspective they’d 
never seen before. It succeeded. 
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Win 95 is cool, but 
sucks with DOS games! 


...That's why you need System Commander. 
You’ve got great DOS games, but you really want 
to try that new Win 95 game. You want it all. But, if 
you upgrade to Win 95, it will 
really hose your DOS games. 

With System Commander you 
can play each game the way it 
was meant to be piayed...on 
the OS it was designed for. 

System Commander ailows 
you to boot both DOS (3.3 or 
iater) and Win 95 on the same 
PC. When you turn on your 
machine. System Commander 
gives you a menu. Pick the 
OS you want and with the 
touch of a button. System 
Commander does the rest. 

Also available at all Major Software Stores 


■is iould do it! 

System Commander’s automatic instaiiation wiil 
have your PC ready to add OSes in iess than 5 
minutes. And unlike some utiiities, it uses iess than 
1 MB of hard disk space and no RAM! 

'3i iti 

As you install new OSes, System 
Commander automatically copies key fiies 
and adds the new OS to its menu. It man- 
ages unique copies of AUTOEXEC.BAT, 
CONFIG.SYS and COMMAND.COM for 
each installation of DOS, Windows 95 or 
any other operating system. 

System Commander is only $99.95 and 
comes with an unconditional 60 day money 
back guarantee. Mention this ad and get 
FREE* overnight shipping. Call today and 
play your brains out tomorrow! 

V Communications. Inc. 

4320 Stevens Creek Blvd, #120-CGW 
San Jose, CA 95129 

800-648-8266 
www.v-com.com 



' When ordered before noon PST. No Saturday delivery, Standard shipping outside US. CA res. add $7.25 sales tax. Offer subject to change 
without notice. All logos and product names are trademarks or registered trademarks of their respective companies. VISA/MC/Amex ©1996 
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Unlike most 


hard drives 
it’s removable. 
Unlike most 
removables it 



There seems to be an unwrictcii rule with computers, No matter how large the hard drive, you’ll eventually 

find a way to max it out. Unless, of course, you get one that never really fills up, right? For example, the 

HZFlver” 230, the latest removable cartridge hard drive from SyQuest* Don’t let the small 3.5 inch cartridge 

deceive you, this thing is huge. 230 megs that rip along at twice the speed of any removable in its class. 

The reason for our blistering performance is pretty simple. It works like a hard drive because it is one. 

Sluggish technologies from tape drives to high-capacity floppies just can’t keep up. Use the EZFlycr " 230 

, , , the same way you would with any hard drive, with a nice little bonus-it’s removable. So you can add on to your 

caytyidjic pits up there jj j i . 

atemilhomkft. system limitlessly, 230 megs at a time, till the end of rime. 

Weighing a mere 1 .6 pounds, the trimmed-up drive can hir the road as well and features a 
self-sealing door to protect cartridges from dust and other disturbing things. When you feel the urge to change cartridges, hit the eject button 
and you’re out of here. Applications and files stored on your cartridges arc ready to run instantly. Own the Internet, throw on large chunks 
of video, colossal scans, the meaning of life or maybe just a CD-ROM game. Keep things you don’t need. Rack up things you do. It even 
saves money, storing your world at 10 cents per megabyte. Hmm. When you think about it, the possibilities are as endless as its capacity. 
Now available at Comp USA, Computer City, Best Buy and a bunch of other places. 1-800-245-2278 or hrtp://www.syquest.com. 

; a har d d rive. 


SyQuest 

Save the world " 
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MPS,1990 

S id's fascination with rail- 
roading begat a combina- 
tion of SimCity, 1830 and the 
ultimate model railroad that 
will be a strategy game Icon 
for years to come. 

42. Hitchhiker's Guide 


41. Sid Meier’s 
Railroad Ttcoon 


Infocom,1985 

D ouglas Adams' humor comes alive 
in this text adventure based on the 
five-book Hitchiker’s trilogy (pentalogy 
sounds so pompous, you know). 



43. Betrayal AT Krqnoor 

Dynamix.1993 


T he universe 
of Raymond 
E. Feist came 
to brilliant life 
In this 3D, first- 
person per- 
spective role- 
playing game. 


44. Ultima VI 

Origin, 1990 

L ord British hit new highs in virtuality 
with the defined useable objects In 
this game worid. It also presented a bril- 
liant treatise on the danger of prejudice. 



45. Rocket Ranger 

Cinemaware.1988 

C inemaware's tribute to sci-fi 
serials of old was artistically 
better than the similarly 
themed The Rocketeer from 
Disney and a much better 
game. 

46. Chessmaster 

Software Toolworks, 1986 

T he best of a competitive pawn-push- 
ing lot, Chessmaster stays ahead of 
the competition with Al opponents 
based on real-life Grandmasters. 


47. Aces of the Pacific 

Dvnamix,1992 

C orsairs came alive in this WW II sim 
that set new standards for graphics 
and performance. 




48. Command & Conquer 

Westwood, 1995 

N ot quite as complete a design as 
Warcraft II, this still set a new stan- 
dard for great multiplayer play com- 
bined with a good back story told 
through top-notch cinematics. 



49. Dungeon Master 

FTL,1987 

T he stereo sound in the Amiga ver- 
sion of this classic RPG had you 
looking around the living room for 
monsters. 



50. Pinball Construction Set 

EA,1983 

T he first entertainment software that 
allowed you to build your own pin- 
ball machines and give them to friends. 

51. Reach for the Stars 

SSG,1984 

M ultiplayer space conquest reached 
a new maturity with Keating and 
Trout’s design which included econom- 
ic, research and military strategy. 

52. F-19 Stealth Fighter 

MicroProse,1988 

T he first flight sim where you actually 
won by staying out of a dogfight, 
this game almost presaged the Gulf War 

53. Steel Panthers 

SSI, 1995 

G ary Grigsby’s superb implementa- 
tion of tactical combat in WWII was 


the culmination of such successes as 
Kampfgruppe, Panzer Strike and 
Typhoon of Steel, 

54. Wing Commander III 

Origin, 1994 

T hrilling space action in the first 
successful interactive movie. 

The beginning of a new breed? 

55. Stabfught 

Electronic Arts, 1986 

N ot only was this the first game to 
use fractal graphics to define plane- 
tary surfaces, it was a rich science fic- 
tion role-playing game, as well. 

56. TIE Fighter 

LucasArts,1994 

A far better simulation of the Star 
Wars universe than X-Wing, winning 
in this space combat game relied more 
on flying skills than puzzle-solving. 

57. NBA Live 

EA Sports, 1994 

T he first time we played this game, 
we had to look twice to make sure 
the players were animated and we had- 
n’t switched on the TV by mistake. 

58. Suspended 

Infocom,1983 

C ontrolling remote robots gave this 
SF text adventure a unique flavor. 

59. Gettysburg 

SSI, 1986 

T his first in a best-selling series of 
American Civil War games was the 
first to experiment with a randomized 
reinforcement schedule for the order of 
battle. 

60. EF2000 

Digital Integration, 1995 

G raphics, sound, and realism took a 
flying leap fonward in this combat sim, 

61. Seven Cities of Gold 

EA,1983 

O zark Softscape's fantastic game of 
New World exploration offended 
some with its accurate treatment of 
autochthonous tribes. 
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wiNNiNG 


JAGGeD ALLiANc&^/J 


mUzZ Le^^LAziNG pj[J|\j 


-YOU waNtE 


MULTI-PLAYER 
SCENARIO/CAMPAIGN EOiTOR 
NEW MISSIONS 
NEW MERCENARIES 
NEW WEAPONS 
NEW TERRAIN 

OVER 6000 LINES OF SPEECH 

ANO MORE IN-YOUR-FACE 
ATTITUDE THAN EVER! 


WWW.SIR-TECH.COM 

JiKJijlhI Adiiinru is ii KHiistHctl liiKlcitiijik ol Sir-k’rli ^of(w<it(', Inr. 


(.hue It out lluf l.ihv.l 
www.gaiiiospot.coin 


PO Box 245, Ogdensburg, NY 13669-0245 
Tel: (315) 393-6633 Fax; (315) 393-1525 
E-mail: 76711.33@COMPUSERVE.COM 


USA 


LOOK FOR THE INTERACTIVE DEMO 

COMING SOON 

To order, visit your retailer, or call: 

(800) 447-1230. Ask for operator 75 
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QQP,1992 

T his unique game not only provid- 
ed a iarge variety of solitaire 
games, but two different styies of 
campaigns (transcontinentai trip 
and haunted house) in which to 
try them. 


67. Syndicate 

Bullfrog, 1993 

A fter a hard day, it was just fun to 
mow down civilians in this strategic 
action game of futuristic gang warfare. 

68. Ultima Underworld 

Origin, 1992 

W ith the 3D look that paved the way 
for other point-of-view games, the 
Looking Glass design team immersed 
gamers in a more intense Britannia. 


64. Marathon 

Bungee, 1994 

T his 3D action-fest was a big reason 
all the Mac users kept saying 
"DOOM what?" 


65. WfNGS 


69. Leisure Suit Larry 

Sierra, 1988 

L owe’s Larry’s lascivious, lecherous 
life was launched in this remake of 
the lewd text game, Softporn, 

70. Dune 2 

Westwood, 1992 

C OMMAND & Conquer's predecessor 
used the universe of Dune as the 
environment for a fabulously engaging 
real-time strategy game. 

71. Aces OF THE Deep 

Dynamix,1994 

T his U-boat simulator is still unrivaled 
for creating an authentic atmos- 
phere. 

72. Solitaire’s Journey 


73. Quest for Glory 

Sierra,1987 

W hoever heard of combat in 
a Sierra adventure? 
Attributes? Skills? Corey and Lori 


62. Incredible Machine 

Sierra, 1993 

T his Rube Goldberg-style 
puzzle game was fresh in 
concept and long on game- 
play. 


63. Faery Tale 


Adventure 


MicroIllusions,XX 

R eal time adventure at its Amiga 
best. There is a rumored update 
(cross your fingers). 


Dune 2 


Wing Commander III 


Cinemaware,1991 

W INGS featured a 
masterful combi- 
nation of arcade action, 
flight simulation, and a 
cinematic story set in 
WW I as its wrapper. 


66 World Circuit 


MiCRoPRasE,1992 


A racinj sim 
that provided a 
wonderful bal- 
ance of authen- 
-. ticity com- 
bined with 
accessibility 
for beginning 
drivers. 


Cole made it work in this hybrid adven- 
ture/role-playing game. 

74. Secret of Monkey Isund II 

LucasAf[TS,1990 

L eChuck was back and managed to 
provide the unhappily ever after for 
a washed-up pirate hunter named 
Guybrush. 

75. You Don’t Know Jack 

Berkeley Systems,1995 

T his irreverent cyber game-show will 
glue the most computer-phobic to 
the screen. 

76. Shadow of the Beast 

Psygnosis,1989 

P arallax scrolling and fast action 
made this Amiga arcade game bet- 
ter than anything you could drop quar- 
ters in. 

77. Warlords II 

SSG,1993 

P robably the best of the 

Keating/Trout approach to challeng- 
ing Al and scenario design. Best fanta- 
sy strategy game until Warcraft II. 

78. Balance OF Power 

Minoscape,1983 

A wonderful game of political intrigue 
that felt just like the Cold War and 
didn't require the detail of Shadow 
President or CyberJudas. 

79. Fught Simulator li 

SubLogic,1984 

F rom the Atari 800 to the Amiga, this 
civilian flying simulator brought virtu- 
al flight to the masses. 

80. Lode Runner 

Broderbund,,1983 

T he father of all platform games, this 
game of run and gun was much 
better in its original incarnation than its 
Win 95 zombie reincarnation. 

81. Loom 

LucAsAFrrs,1982 

L oom featured one of the most 
beautiful scores ever to grace an 
adventure game and a musical staff 
interface that was most original. 
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82. Rescue AT Fractalus 

Epyx,1987 

O riginally designed with a 
grant from Atari, this was 
the original LucasArts (then 
Lucasfilm) game. Many keep 
old computers around just to 
play it. 


83. Rise OF THE Dragon 

Dvnamix,1990 

S O good that a rival 
publisher tried to steal 
it, this cyberpunk game 
used rotoscoping, hot 
spot mapping, and cine- 
matic cuts before they 
were standard. 


84. Prince of Persia 

Broderbund,1990 



Pfince of Persia 


A n acrobatic platfomer 
with amazingly fluid 
action, Prince of Persia 
let you become the leg- 
endary Thief of Baghdad. 

85. Robot War 

Muse, 1981 
In this ancestor of C- 
Irobots, gamers pro- 
grammed robot behavior 
in a subset of BASIC. Then, the pro- 
grams fought it out on-screen. 


86. Silent Service 

MicroProse,1985 





S ILENT Service introduced the con- 
trol-room interface for subma- 
rine games on a variety of plat- 
forms. 

87. F/A-18 Interceptor 

EA,1987 

D espite having only seven 
missions, this Amiga jet 
combat sim set the state-of- 
the-art for its era. 

88 Alone IK THE Dark 

I-Motion,1992 


F ollowing on the heels of Out of this 
World, Alone in the Dark showed 
that 3D action needn't get in the way 
of a tense, exciting story. 


89. Bard’s Tale 

EA,1985 

W ith three-point monster animation, 
3D maze window and new charac- 
ter classes, Michael Cranford’s story 
started the successful trilogy. 

90. Carriers at War 

SSG,1992 

R oger Keating and Ian Trout created 
the first playable game of WWII air- 
craft carrier operations with the release 
of this game. 

91. Batues OF Napoleon 

SSI, 1985 

A lthough it didn’t sell well, SSI’s 
game of tactical combat in the 
Napoleonic Era was not only a terrific 
game, but had an easy-to-use con- 
struction set, as well. 

92. Defender of the Crown 

Cinemaware,1986 

J im Sacks’ spectacular artwork and 
dazzling animations in this simple 
strategy game showed Cinemaware 
could live up to its name. 

93. Indiana Jones 

and the Fate of Atlantis 

LucasArts, 1993 

T hree games in one, Hal Barwood’s 
Indy adventure let the gamer regu- 
late the way it was to be played without 
losing its impact as a story-based 
game. 

94. King’s Quest V 

Sierra, 1990 

W ith King's Quest V, Roberta 
Williams horrified Sierra tradition- 
alists by getting the parser out of the 
way of some of the most beautiful 
graphics ever. 

95. Sam & Max Kit the Road 

LucasArts, 1993 

T he adventure game that redefined 
"wacky" as Steve Purcell’s crazy 
animal detectives visit alligator farm 
miniature golf courses and freak shows. 

9 6. Star Trek: Judgement Rites 

Interplay, 1994 



T he first Star Trek game that truly 
captured the feel of the classic origi- 
nal episodes. The CD features voice- 
overs from Shatner, Nimoy and compa- 
ny. and is still available. 

97. WOLFENSTEIK 3-D 

Apogee, 1992 

L oosely inspired by Silas Warner’s 
Castle Wolfenstein, this was the 3D 
shooter in the hall that started it all. 

98. System Shock 

Origin, 1994 

T his hybrid action/adventure/RPG did- 
n't get the credit it deserved for its 
tight cyberpunk plot, believable charac- 
ters, and SHODAN, an excellent villain. 

99. Under a Killing Moon 

Access, 1993 

C ampy humor combined with amazing 
3D scenery in this futuristic film noir 

100. AH-64DUNGB0W 

Jane’s, 1996 

T he fiist helicopter sim to match its fixed- 
wing counterparts for realistic pl^. 

101. Kampfgruppe 

SSI, 1985 

V ehicle silhouettes, great sound 
effects in the Amiga version, and 
the tactical combat scale gave a differ- 
ent texture to this game of Eastern 
Front combat. 

102. Gunship 

MPS,1989 

In the days of the abominable Super 
Ihuey, this relatively simply sim with 
detailed campaign was the only authen- 
tic helicopter simulation. 

103. Eric the Unready 

Interplay, 1992 

F ull of puns, punchlines and person- 
ality, Eric the Unready was not only 
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This is the next dimension of Magic: The Gathering; Draw on a mystic armoiy of 220 spells 
to invoke a supernatural legion of creatures and powers! In the vortex of warfare eveiy unique 
spell reacts differently to every other spell. Prepare yourself for another level of strategy! 

Duel rapid-fire, real-time with up to 4 players over a PC network, modem or the internet! Or 
wage a necromantic campaign against Battlemage Ravidel and an alliance of wizards in the vast 
uncharted 3-D world of Corondor. 

Welcome to the ultimate War of the Wizards! 




-A-J NETW©RKABL£, REAL-TIftlE. 3-D STRATEGIC WARFARE ■■■ 
BASED ©N THE FANTASY ADVENTURE W®RLD ®F TAGIC THE GATHERING. 
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one of the funniest games of all 
time, but Bob Bates’ master- 
piece. 


104. Deadline 


Infocom,1982 


D eadline was a tough text 
adventure that placed 
you in the midst of an intri- 
cate police procedural and 
let you wander around a 


105. Crusaders of the 
Dark Savant 


Sir-Tech, 1987 


D avid Bradley capped off his 
Wizardry trilogy with this combina- 
tion sci-fi/fantasy adventure which paid 
subtle treatment to the Wizard of Oz. 


106. Bahle Chess 

Interplay, 1988 

S tar Wars' Chewbacca would have 
felt right at home with this chess 
game enhanced by funny, elaborate ani- 
mated sequences and spectacular spe- 
cial effects. 

107. Perfect General 

QQP,1989 

A s in Empire, Mark Baldwin {with 
new partner Bob Rakovwky) took a 
proven design (Bruce Williams 
Zaccagnino’s table-top strategy game) 
and made it better. 


T he low unit density and the vast sea 
of North African sands gave you 
plenty of room to maneuver making 
this the best game of the World At 
War series. 

111. Wayne Gretzky Hockey 

Bethesda,1989 

T his masterpiece featured Gretzky’s per- 
spective and Marty McSorley’s 
pl^esting in a hock^ game that captured 
the flow of the game for the fiist time. 

112. TV Sports: Football 

Cinemaware,1987 

T he first in a series of sports games, 
the idea of TV Sports: Football was 
to pTesent athletic action like you see it 
on television. It worked. 

113. Monopoly 

Virgin/Hasbro, 1995 

B ased on the quintessential family 
boardgame, this Internet-capable ver- 
sion of Monopoly offered more than we 
ever expected in a computer version. 

114. Jagged Auiance 

Sir-Tech, 1995 

115. BAniEGROUNo; Waterloo 

TAijONSOFr,1996 

T he grand age of warfare comes to 
life with colorful uniforms, delightful 
landscapes, and above-average oppo- 
nent Al in this recent release. 


108. Neuromancer 

Interplay, 1988 

W illiam Gibson's cyberpunk novel 
was retold with an interactive slant 
and a soundtrack by DEVO. 


109. Pacific War 



SSI,1992 


A rguably the most ambi- 
Mtious wargame design 
in history, Gary Grigsby’s 
magnum opus lets you 
retight the campaigns in 
j the Pacific on a day-by-day 

I basis. 




110. Operation 


Crusader 

AH/Atomic,1994 


i 116. Castle WoLFENSTEiN 

i Muse,1981 

■: inspired by Ihe film, Where Eagles 
^ I Dare, Silas Warner developed this 
I game where you try to escape from a 
Nazi fortress. 

i 117. Beachhead 

i Access, 1983 

T he smooth sprite action in this 
beach-defense arcade game could 
! have you diving under your desk. 

! 118. Fighter Duel Pro 2 

i Jaeger Software, 1993 

T he ultimate Amiga flight sim. Fighter 
Duel Pro 2 had realistic flight mod- 
i els and SVGA-quality graphics. 


119. Pinball Dreams 



21st Century Entertainment, 1990 

S mooth scrolling and great ball 
physics made this Amiga game a 
wizard's choice. 

120. Trinity 

Infocom,1986 

B rian Moriarty’s text adventure based 
on the Manhattan Project was a 
tense, ethical tightrope walk through 
the Cold War. 

121. ViRTUA Fighter PC 

Sega, 1996 

T he best of the horizontal-scrolling 
fighting games, this title succeeds 
on a platform for which it was not 
designed. 

122. Indianafdlis 500 

EA,1989 

T he nascent Papyrus redefined the 
racing sim on the PC and Amiga 
with this game that allowed you to go 
backwards on the Indianapolis 
“Brickyard" for the first time. 

123 Descent II 

Interplay, 1996 

B uilds on the promise of the original, 
with better 3D effects and enemy Al. 

124. Deathtrack 

AcTivisiON,1989 

D ynamix developed this seminal car- 
to-car combat simulation where Car 
Wars-style action had become a nation- 
al sport, 

125. Warcraft 

Blizzard, 1994 

A spirited real-time rendition of the 
age-old conflict between Ores and 
Humans, with an especially elegant net- 
work setup routine. 

126. War IN Russia 

SSI, 1984 

G ary Grigsby’s strategic level game 
of combat on WWll’s eastern front 
was the first “monster game" on the 
computer that came close to SPI's 
huge boxed sets. 

127. Star Control 

Accolade, 1992 
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S pace War enters the 90s 
with a touch of humor. 


128. Tony URussa 3 

Stormfront,1995 

T he best of the LaRussa 
series, this game has 
graphics and stat-capabili- 
ties that sometimes out- 
shine the original Earl 
Weaver Sometimes, though, 
they don’t. 


129. MiG Alley Ace 


MicroProse.1984 


A ndy Hollis pioneered the head-to- 
head flight sim on the Atari 800 
with this game. 


130. Ogre 

0RtGifJ,1986 

O rigin worked closely with Steve 
Jackson Games to create this faith- 
ful conversion of the boardgame based 
on taming one gigantic and futuristic 
supertank. 

131. President Euct 

SSI, 1981 

P laying this strategy game of public 
appearances, campaign financing 
and debate gave one an entirely new 
appreciation for presidential politics. 

132. Lexi-Cross 

Interplay.1991 

A futuristic combination of cross- 
words and W/tee/ of Fortune that 
was great for proselytizing non-gamers. 


13 3. Heroes of Might & Magic 



New World, 
1995 

T his award-win- 
ning remake of 
The King's Bounty 
is a brilliantly bal- 
anced game of 
fantasy combat 
that quickly 
becomes addic- 
tive. 


134. I Have No Mouth , 
Aho I Must Scream 

Cvberdreams,1995 


H arlan Ellison's dark, despairing 
story makes a smooth transition to 
dark, despairing adventure game. 

135. NukeWar 

Avalon Hill, 1983 

C an you believe we fought global 
thermonuclear war with text and 
sprites on the C64? 

136. Dark Castle 

Silicon Beach, 1986 

F or years, Macintosh owners would 
point with pride to the fact that this 
fluid, fantasy-based arcade game was 
only available on their platform. 

137. Magic Carpet 

Bullfrog/EA,1994 

D arned weird rules were offset by a 
rich, 3D world to explore and con- 
quer 

138. ArcticEox 

EA,1986 

D amon Slye's update of Stellar 7 for 
the Amiga was the seminal 3D 
polygon-based shooter. 

139. JVIean Streets 

Access, 1989 

T his adventure’s VGA graphics and 
digital RealAudio set a new standard 
for 286 games and offered tribute to 
Raymond Chandler’s novels. 

140. Crystal Cauburn 

Starplay,1993 

N ot as many tables as we’d like, but 
it looks and sounds like real pinball. 
The multiball action leaves Tristan in 
the dust, 

141. Master OF Magic 

MPS,1994 

O nce patched, this fantastic strategy 
game was almost a Sid Meier’s 
Civilization/Magic: The Gathering hybrid. 

142. Blue Max : 

Synapse, 1983 

Z AXXON with a WW I biplane on the 
C64 made for a fun shooter. 

143. Typhoon OF Steel 

SSI,1987 


T his 8-bit forerunner to Steel 
Panthers had a great “Banzai" rule 
that really impacted games which had 
gotten out of balance. 

144. Ultima III 

Origin, 1983 

T he conclusion of Lord British’s first 
Ultima trilogy introduced one of the 
nastiest villains to grace a computer 
screen— the bloodthirsty Exodus. 

145. Kasparov’s Gambit 

EA,1993 

N ot up to the standard set by 
Chessmaster, but this was the first 
to effectively use multimedia in illumi- 
nating the mysteries of chess. Strong 
Al didn’t hurt, either, 

146. Shanghai 

Activision, 1986 

T his mah-jongg style game not only 
transfixed puzzle gamers of both 
sexes during the ‘80s, but even has 
versions on dedicated word processors 
in the Far East, 

147. Sword of Fargoal 

Epyx,1992 

T his dungeon romp for the VIC-20 
required a massive 16K expander 
and may have been the most ambitious 
game to ever appear on that platform, 

148. Tigers on the Prowl 

HPS.1994 

L ackluster graphics and a learning 
curve like a Sandy Koufax pitch. 

Still, this game is the most realistic 
tactical WWII land combat wargame 
ever, and the tough Al doesn't cheat, 

149. Courtside College 
Basketball 

Haffner,1984 

A s a text-only, statistics-based sports 
simulation, Haffner’s college bas- 
ketball games have always been enter- 
taining and eerily accurate. 

150. StarFleet [ 

Interstel,1985 

T he classic grid-based Star Trek 
game went commercial in this sim- 
ple but addictive game. 
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based adventure gameplay 
ever. Toonstruc/c is dark, weird 
and has more twists and 
turns than your lower intes- 
tine. So go ahead. Punch out 


a clown. Flush fish. 





“...h(/or/ous cartoon quality 
animation and an absolutely 
bizarre world makeToonstruck 


an adventure game unlike any 
we’ve seen. The all- 
over-the-board humor 
is delicious,” says 
Computer Gaming 
World. ‘The twisted 
reo/ms of this adult 
cartoon adventure 
(has). ..all the elements 
of a great game: 
beautiful graphics, 
cha//eng/ng puz- 
zles, outrageous 
humor and good oT 
star power)' says 
PC Games. Finally, 
"A must see” from 
Computer Game 
Review. We are 
sure you’ll agree. 








Let's give a big 
Bronx cheer and 
three-fingered 
saiute to the 



1 . Outpost 

Sierra 1993 

T he idea was a good one: to make a realistic space strategy game 
based on real scientific principles. What would it be like to found 
a colony on an alien world? Well, it couldn’t be any more fright- 
ening than the way this product shipped. Overly complex algorithms 
had you micro-managing oxygen levels in habitats, among other minu- 
tiae. Worse, the design was so incomplete that many of the actions 
you took made no difference in the game’s outcome. Poor documen- 
tation forced players to buy the strategy guide-conveniently authored 
by the game’s designer-and the interface design was no help either. 

Rightfully vilified as “the greatest screen saver of all time," this game, more than any other, tries to hide its 
vague concepts, and near-total lack of substance behind pretty pictures-with little success. 



2. DefCon 5 


CoSMi, 1987 



T his Cold War era game combined 
the worst of two worlds: badly 
paced strategy with a 
poorly-designed 
arcade exercise. 

Cosmi couldn’t even 
get the title of the 
game right: DefCon 
5 is the most peace- 
ful setting. From 
there, the game 
went downhill with 
an irritating log-on 
procedure and 
arcade sequences 
that bore little 
resemblance to 
any SDl-style sys- 
tem. Imagine 
deploying anti- 
space mine robots to 
defuse space mines (the bad guys 
apparently didn’t understand the con- 
cept of proximity detonators) or X-ray 
lasers that blanket wide areas of the 
atmosphere with severe radiation. Add 
dull graphics and lousy sound and you 
get the picture— DefCon None. 


3. Blue Angels 

Accolade, 1990 


F light simulations cover a wide 
range, from the “flight model light" 
of US Navy Fighters to the 
painstaking physics of Flight Unlimited. 



But even the most forgiving of comput- : 
er pilots couldn't stomach Blue Angels. : 
Blue Angels featured alt the adrenalin 
rush of memorizing multiplication 
tables. The entire game was memoriza- ; 
tion, pattern recognition and reflex 
response. Much of the game is spent 
flying through wire-frame rectangles in 
order to memorize your "routine." 

Then, you get to go into show mode. 
That might have been okay if the visual ; 
payoff was adequate, but it wasn’t. 
Instead of passing within feet of each 
other in a death-defying knife-edge 
pass, you see your partner a mile away ; 
and zoom, he’s gone. Give me the 
flash cards, please! 


4. MegaTraveller 1 

Paragon, 1990 


W- 


lith SSI making plenty of 
' money on their D&D license. 
Paragon opted to take another 
classic pen-and-paper game and con- 
vert it to silicon. Unfortunately, 
MegaTraveller I consisted of a back- 


ground 
story that 
felt 

tossed 
off by 
Traveller 
creator 
Mark 
Miller 
from 
rehashes 
of pen 

and paper modules he had designed in 
the past. Then, it featured the best 
character generation system ever for 
creating characters with skills that did- 
n’t really impact the game. Next, it had 
real-time combat, handled so fast that 
most players didn’t have a chance in 
90% of the battles. Finally, they 
designed it so that the player would 
have to run away from the first 
encounter or be killed within two min- 
utes of spending 30 minutes to an 
hour generating a character. 
MegaTraveller I was easily the Mega- 
worst role-playing experience of all 
time, especially since its failure kept 
many other deserving paper RPGs from 
traveling to the computer for nearly a 
decade. 




5. Homey D. Clown 

Capstone, 1993 

H omey D. 

Clown was 
the epito- 
me of the bad 
cartridge game 
on the PC. 

Capstone tried 
to cash in on 
some of the 
cachet associat- 
ed with In Living 
Coloi; but 
defaulted to the 
simplest, most 
inane adventure 
elements to 
flesh it out. 

Homey don’t 
play like dat and neither did any real 
gamers, if they were smart. Too bad we 
couldn’t borrow Homey’s sock just to 
beat up the game box. 
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"One ot the best gets heller 

BOOT/CD-ROM Today 

This Time, 


VouTe Going All The Hay Doinn 



"TheseqyelDftheyear" 

Computer Game Reviezo 


iOUtOlbM 

Computer Life 


The Inlinite Abyss, 
Includes the award winning 
Descent ii with an opUonai 
3D acceierated version and 
the ali new Vertigo Series. 

ith 50 levels, 40 enemy 
Robots, easy to use uhlities 
like the Mission Builder, 
Level Converter and the Robot 
Texture Editor your Descent 
experience is infinite. 


T E 


INFINITE HBV 
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Parallax 

Software 




Absolute 3D graphics, You want them to scream. 

You want them to be real, You want them to be S3dr 
The What; The S3d acceleration chip makes games, 

Internet 3D, and all Windows applications dance. It lives on 

something to scream about. 

accelerator boards and computer systems carrying 

the S3d logo. It revs all 3D and 2D games and software, 
but when you match S3d logo hardware with S3d logo 

software, the results are extreme; the best 20 graphics, 
the most realistic 3D. and an affordable price. 

The Where: Seek S3d on computer systems like 
Compaq;' Deir^ Hewlett Packard;' and Packard Bell; 

Find S3d on accelerator boards from Diamond Multimedia,' 

Number Nine;' and STB;' Demand S3d on games from 

Interplay;' Activision;' Eidos;' Mindscape'and on titles like 
Descent li;' MechWarrior 2;" Confirmed KilC and MegaRace 21" 

The Why: Because you want 3D so real it screams. 

hit our web site for the real stuff; seek.s3.com 

S3d is compatible with Windows'95, Windows 3.1, Window*! NT|" and OS/2:' 




6. Night Trap 

Digital Pictures, 1994 


T he ultimate experience of FMV 
gone bad, Night Trap gave a bad 
name to every game platform 
from Sega to 
3D0 to PC. The 
designers took a 
pretty ex-televi- 
sion star/ex-con 
named Dana 
Plato and put her 
in a nightgow/n. 
They surrounded 
her v;ith an entire 
houseful of 
scantily clad 
Junior Misses and sent aliens to drill 
their brains out— literally. As the player 
It was your job to protect these help- 
less little sweeties (hey, we didn’t write 
the script— that’s how they were treat- 
ed!) by activating hot spots on the 
video and entrapping the aliens before 
they could perform their nefarious 
deeds. Unfortunately, that meant before 
you saw the cool special effects. So, 
how many pre- and early adolescent 
gamers do you suppose saved the 
girls? Yeah, that’s what the Senate sub- 
committee investigating video game 
violence thought, too. 



7. Star Fleet It 

Interstel,1989 



S tar Fleet I (listed in our Top 150 
Games) didn’t look like much, but 
it had all the options for which a 
Captain Kirk wannabe could ask. Star 
Fleet II was supposed to 
take this idea further with 
planetary assaults In a 
number of star systems. 
The first couple of sce- 
narios were fairly inter- 
esting, but after that, 
the programming was 
so bad that you 
could never get any 
farther into the 
game. Hmm! Three 
missions and you 
couldn’t finish the 
game? It was sort 


of shareware-except that you had to 
pay full price for a limited version. The 
latter part of the game was released 
some years later by Mindcraft, but it 
was leap years rather than lightyears 
too late. Star Fleet II remains an unfor- 
tunate monument to buggy, Incomplete 
products. 


8. Universal Military 
Simuiater ii 

MicroProse, 1990 

T he design limitations were too 
numerous to mention in full, but 
they began with the designer’s pet 
concept that "fog of war is unrealistic.’’ 
As a command simulation, it told you 
little of why 
Napoleon 
won at 
Austerlitz, or 
how Lee 
consistently 
triumphed 
over Union 
armies twice 
the size of 
his own 
forces. The 
weaponry modeling was so homoge- 
neous that WWII scenarios differered 
little from those of the 19th century. 
However, the worst thing about UMS II 
was the incredible time that the Al took 
to make a single move-often as much 
as 2-3 hours-and the move, once fin- 
ished, was invariably terrible. The only 
thing "universal" about this entire 
series-including the recent War 
College-was the consistently low quali- 
ty. UMS II, however, is so bereft of any 
redeeming factors that it justly 
deserves the title of worst wargame 
ever 







9. Air Power 

Mindscape, 1996 

A ssume that dirigibles became the 
dominant force in the air after 
WWI. If you’re not offended by 
the silliest backstory idea since 
Capstone licensed Homey D Clown, 
you have to consider the design team’s 
premise that no consumer really likes 




Empire, 1996 

R eal-time games have their 
place-witness the success of 
Warcraft II and Command & 
Conquer-but this game set real-time 
strategy gaming back untold millennia. 
The scale wasn’t particularly bad, but 
daily turns for the four-plus years of 
the American Civil War provided a case 
where more was definitely not better. 


The concepts-training, production, 
supply-made sense individually, but 
failed to give any real feel for the con- 
flict. This could just as easily have 
been The Wars of the Austrian 
Succession, for all the historical flavor 
it served up. It also had the dubious 
distinction of having the worst Al of 
any game since UMS II (see above). 
The morale/command system was so 
screwy that at the battle of Gettysburg, 
for example, the Army of the Potomac 
and Lee’s Army of Northern 
Virginia-two of the finest armies in US 
history at their peak-both fled from the 
battlefield any time a shot was fired. 


anything resembling a flight model. 
Finally, throw in a lame strategic over- 
lay, and you have a good idea of how 
these disparate elements became even 
less than the sum of their parts. 


10. The Civil War 
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You thought it was just another mining expedition. 
You thought the planet was uninhabited... 

You thought you'd be home for dinner... 


Immerse yourself in the jmysterious world of Albion. The 
vast beauty wiil captivate you. The life forms will challenge 
you. Every step of the journey will force you to re-thinly^ 
your moral beliefs. Question everything, but trust mwne. 


DISCOVER. 


Prepare yourself for the role-playing journey 
of a lifetime! 


INTERACT. 


Available Nt 


KqiMB 












We could go on about the unnecessary 
micro-managing, the bad interface, or 
the poor naval modeling, but we’il just 
sink this ship and move on. 


boring, abysmal product that wasted 
such formidable talent as Geoffrey 
Holder and Dennis Hopper. 


11. College Slam 

Acclaim, 1996 

I f NBA Live is a slam dunk, this game 
is a deflated basketball. Takin’ the 
rock to the hoop might be fun once 
or twice, but 
you soon 
find that 
your best 
defense is 
setting the 
basket on 
fire. Throw 
in the power pills, players that leap 
higher than Superman, horrid graphics, 
a ball that never goes out of bounds, 
and you have a game that looks 
embarrassing on a SNES, much less a 
PC. For those that like this sort of 
thing, we understand that Mario has a 
mean behind-the-back slam. 



12. Heih A Cyberpunk 
Thriller 


Take 2, 1994 



F rom the turgid script to the poor 
acting. Hell lived up to the first 
part of its name. This cyberpunk 
smeller was an abomination that show- 
cased all that’s bad about most “inter- 
active movies." 
The 3D art 
models are so 
stiff that they 
conjure up 
images of 
Gumby & 
Pokey in old 
age, and the 
ballyhooed 
cyberpunk 
setting 
looked 
equally 
tired-at 
least what 

you can access of it. 
Crashes, sound problems and other 
bugs were more interactive and ener- 
getic than the actual design was in this 


13. El-Fish 

Maxis, 1993 


R emember the “executive toy’’ 
craze of the '80s? Silver ball- 
bearings on a trapeze and panic 
buttons that weren’t hooked to any- 
thing? El-Fish was the ultimate execu- 



tive toy. It required the fastest proces- 
sors of its day to spend up to an hour 
rendering artificial fish for your artificial 
aquarium. The movement was lifelike 
and the fish behavior intriguing, but 
there was no game there. After spend- 
ing hours catching fish, mating them, 
rendering them and setting up the 
aquarium, you had a screen saver. 
What next, El-Grass? 


14. Ringworid 

Tsunami, 1993 

L arry Niven's epic novel about an 
enormous world in which you 
could lose an entire star system 
was here reduced to the most insipid 
level of 
adventure 
games. The 
puzzles were 
either incred- 
ibly dull and 
predictable, 
or so obtuse 
as to defy 
any logic 
whatsoever. 

None of the 
puzzles had 
much to do 
with the plot. The characters were 
remarkably unmemorable, quite a feat 
considering the source material. On top 




of all this, you had to sit through end- 
less screens of the Ringworld-featuring 
plenty of places where you could not 
land or explore-without even the oppor- 
tunity of clicking past them. While 
there may have been worse games, few 
quite defined the essence of tedium 
quite so well as this one. 


15. Indy’s Desktop 
Adventures 

LucasArts, 1996 

L ucasArts rarely does a bad game, 
but when they do, they make up 
for it in style. “Billions and billions 
of possible games" are generated for 
the utmost in repetitiveness. Go there. 
Indy. Fetch this. Indy. Read the painfully 
obvious clues. Indy. Save this person 
you've never heard of, Indy. Do it 
again-different name, different body. 



whatever-bad Nintendo-like figures run- 
ning hither and yon, trusty hat and 
whip by your side. Or trade it in for a 
gun-there's little difference. You need a 
Pentium and 8 MB of RAM for this? 

16. Martian Chronicles 

Byron Preiss, 1996 

T ired, pointless and insulting to 
Bradbury's poetic genius 

17. Pacific Strike 

Origin, 1993 

E ven on 
today’s 
Pentium 90, 
playing this 
game would be 
like flying WWI 
planes during 
WWII. 
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Eight-Player 
Internet Combat 

Battle up to eight Internet or 
LAN warriors- or go head- 
to-head via modem in 15 
ravaging MercNef missions. 


Money-IVIaking Battles 

Earn cash for combat as 
a warrior-for-hire, then pay 
for new ’Mechs®, ammo, 
repairs and contracts. 

All-niew Graphics Engine 

Enhanced combat effects and texture-mapped environments 
explode with never-before-seen ultra-realistic detail. 


AcliVisioN. 


Activision is a registered trademark ol Activision. Inc. O 1596 Activision, Inc. MochWarrior, BatlleTeclr, BatlleMech and 'Mech are registered trademarks and MechWam'or 2: Mercenaries and 
MercNel are trademarks of FASA CORPORATION. © 1996 FASA CORPORATION. All rights reserved. All other trademarks and trade names are the properties ol their respective holders. 
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18. Inca 11 

Sierra, 1995 

A n indescribably incoherent 

action/adventure blend, with uneven 
graphics and ridiculous premise. 


19. Sex Vixens From Space 

Free Spirit, 1990 

T his funny, sexy 
adventure game 
was neither funny, 
sexy nor adventur- 
ous. 

20 . 

Ultima Vlli 

Origin, 1994 

A once-great RPG 
series reduced 
to the level of Mario, but with hateful, 
virtue-less characters 



21. Fighter Wing 

Merit, 1995 

P oor graphics, flight model and sce- 
nario design caused this coopera- 
tive, multi-player flight sim to augur in. 

22. Red Crystal 

QQP, 1993 

D eadly proof that QQP should have 
stuck to strategy/wargames. 

23. Thexder 

Sierra, 1995 

E ven fans of The Transformers didn’t 
like this arcade shooter that was 
universally bad on every platform from 
C64 to Win 95. 

24. Aliens 

Minoscape, 1996 

B ad art, plot and action shame the 
Dark Horse comic series on which 
it was based. 

25. Treasure Quest 

Sirius, 1996 


C onvoluted, insulting and pointless 
-the worst of all puzzle games 

26. World Hockey 

Merit, 1995 

B ad graphics and a worse interface 
made this game play worse than 
the Ottawa Senators. 

27. Spiderman/Captain 
America vs. Dr. Doom 

Paragon 

1989 

A nother great waste— a horizontal 
scrolling Spiderman game. 


28. Speed Racer 

Accolade 

1993 

W orst driving model in a computer 
game, with floating car graphics. 



29. Batman 

Data East 
1989 

A mindless arcade game where the 
Gaped Crusader spends more time 
running from the crooks than fighting 
them. 


30. Heroes Of the 357th 

Electronic Arts 
1991 


W orst WWII flight model ever and 
not even fun from a shoot-‘em-up 
standpoint. 




31. Coaster 

: Disney 
: 1993 


34. Pizza ^coon 

^ MicroProse 
: 1994 

N o matter how many ingredients this 
strategy game offered, the game 
■ play was all anchovies. 


; 3 5. Zeppelin 

; MicroProse 
^ 1994 


F resh idea, hampered by a dirigible- 
speed interface and Hindenburg- 
esque bugs 


W ith game elements, this build- 
your-own rollercoaster sim would 
: have been fun. 


I 3 2. Isle of the Dead 

' Merit 
I 1994 

A dventure/action hybrid with crude 
graphics, weak sound and a weak 
i 3D engine. 


33. Unnecessary Roughness 

■ Accolade 
^ 1994 


G oes deep for the long bomb in 
more ways than one. 
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Play either side in over 
bD missions 


Over ED slick, high-tech 
weapons 


Fully destructible 
3-D worlds 



THIS IS A 

HOSTILE TAKEOVER 




Kill your competitors, steal their secrets, 
headhunt their best men, and mow down everyone 
who stands in your way- 

Ruthless Assassination Expert Espionage 
Aggressive Expansion ... Corporate Sabotage .■■ 

So, what's your definition of a business planf 
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3 6. Cardinal of the Kremlin 

IntraCorp 

1993 

T om Clancy as spreadsheet, but 
Excel is more fun. 


3 7. Blue Force 

Tsunami 

1993 

C HIPS with worse writing than the 
TV series and nearly the same 
amount of gameplay 


3 8. Chaos Control 

I-Motion 

1995 

A conveyer belt ride through a shoot- 
ing gallery. 


39.CvberRace 

CyberDreams 

1994 

S yd Mead’s futuristic art surrounds a 
bad story and a mediocre racing 
game. 



40. David Wolf Secret Agent 

Dynamix 

1989 

G amers were only able to affect the 
plot about as much as they could 
at a movie theater. 




41. Fountain of Dreams 

Electronic Arts 
1991 

W asteland got stupid as killer 
clowns, a silly plot and fear of 
Disney ruined the sequel. 


42.Lawnmower Man 

SCI 

1993 


P oor graphics, worse controls, and 
an unfathomable plot nearly killed 
the whole idea of virtual reality. 


43. Labyrinth of Time 

Electronic Arts 
1993 

pretty, empty, slow MYST-alike. 


44. Inferno 


Ocean 

1995 


B ad scl-fi stoiyline, guttural voice 
acting, and way too many duil cine- 
matics in a iimp space shooter. 



360 PACiFiC 
1992 

called it the 
"Harvard 
Graphics” of 
wargames— all 
flash, no action, lots of bugs. 


46.Lightspeed 

IVtiCROpROSE 

1991 


M ore repetitive than “The Twelve 
Days of Christmas” with no pay- 


48. Disciples of Steel 

Formgen 

1993 

R ole-playing with all of the tedious 
details and none of the fun. 


49. Star Wars Chess 

Mindscape 

1993 

P roof that there really is no intelligent 
life (or Al) even in a galaxy far, far 
away. 



50. Shuttle 

Virgin 

1992 

A ll the work of being an astronaut 
with none of the glory. 
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1 • Pinball Construction Set 

Electronic Arts 
1983 

Gamers got their first chance to create their own games 
(j.e. pinball tables) with this unique, early product. 





6. Modem Wars 

Electronic Arts 


2. Ultima IV 


Origin 

1985 

The greatest Ultima was the first 
role-playing game to use series of 
ethical dilemmas to generate player 
characters 


ID 

1993 

DOOM accelerated the first person 
action trend by putting monsters 
right in your face and on your net- 
work. 


4. Mystery House 

Sierra 

1979 

Roberta’s first game was the first 
adventure game to use text and 
graphics together on the screen 


5. Links 


3. DOOM 


Access 

1990 

With a photo-reaiistic look that is 
still widely copied today, Links 
may have inspired more “business 
machine upgrades” than any other 
game. 


1988 

This futuristic warfare game was on 
the bleeding edge of point-to-point 
modem play. 

7. Falcon 3.0 

Spectrum HoloByte 

1991 

This F-16 Sim set a standard for 
realism and connectivity that is 
only now being surpassed. 

8. TV Sports Football 

CiNEMAWARE 

1987 

This game offered hot, fluid sports 
action years before John Madden 
Footbau, much less NBA Live and 
FPSPF. 

9. Wing Commander III 

Origin 

1993 

The first “interactive movie” that 
really workeil, its FMV itlifn’t get in 
the way ef the game. 

10. Adventures of 
Willie Beamish 

Dynamix 

1991 

First adventure game to use tradi- 
tional cel-based animation through- 
out the game. 



11. MYST 

Broderbund 

1993 

The game that launched a thousand 
imitations, Myst proved pretty 3D 
graphics and obscure puzzles were 
more important than plot. 

12. Rise of the Dragon 

Dynamix 

1990 



This cyberpunk adventure pio- 
neered In using a dynamic, hot- 
spotted map as the game world 
travel internee. 

13. Flight Sim Toolkit 

1993 

Domark 

Domark’s flight sim engine became 
a marvelous tool for flying fans. 

Spectrum HoloByte 

1987 

Who would have thought that 
manipulating colored shapes would 
create such a phenomenon? 

15. Quest For Glory 

Sierra 

1987 

Corey and Lori Cole proved the 
Sierra engine was more versatile 
than anyone thought with this 
hybrid adventure/RPG game. 



cc 


MOVEMBER 1996 








Yovf kt^ovo tliat point voliek-e 
you’ve Kcaclieol fl^e zemfl^ 
you /e Juft about to 

efcape tbe rlLky bowet; 

0^" reality ^nJi So2f ^ 
Into ^■aptu^'e? 


G4r£MaK2000 


‘ K»i( Vc gol <i friend in the biiaiiiess. 



PLayii^'j v/oitli tl^e Si<j Jci^ccm PC 6atev/oay 1000 /; fot' 





GATEmuMX) 


"You've got a friend in the business."* 

800 - 846-8571 


http://www.gw2k.com/destination 



Pentium' 



M U III Big Screen PC. 


D5-133 

■ Intel® 133MHz Pentium® Processor 

■ 32MB Synchronous DRAM 

■ 256K Pipelined Burst Cache 

■ Destination™ 31" VGA Monitor 

■ STB® 2MB VRAM Graphics 
Accelerator w/ Cable-Ready TV Tuner 

■ 2GB 11ms EIDE Hard Drive 

■ 8X CDd20M/3.3" Diskette Drives 

■ 16-Bit Hi-Fi Wavelable Audio Card 

■ TelePath® 33.6' Data / 14.4 Fax Modem 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad"' Pointing Device 

■ Wireless Field Mouse® Remote 

■ Four-Channel RF Receiver 

■ Microsoft® Windows® 95 

■ Destination Software Collection 

$2999 


[ D6-m 

■ Intel 180MHz Pentium Pro Processor 

■ 32MB EDO DRAM 

■ 256K Internal Cache 

■ Destination 31” VGA Monitor 

■ STB 2MB VRAM Graphics 
Accelerator w/ Cable-Ready TV Tuner 

■ 2GB 11ms EIDE Hard Drive 

■ 8X CD-ROM/3.5" Diskette Drives 

■ 16-Bit Hi-Fi Wavetable Audio Card 
► harman/kardon High-Fidelity 

Sound System 

■ TelePath 33.6' Data / 14.4 Fax Modem 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad Pointing Device 

■ Wireless Field Mouse Remote 

■ Four-Channel RF Receiver 

■ MS Windows 95 

■ Destination Software Collection 

$3999 

Business Lease* S147/nio. 


► harman/kardon High-Fidelity 
Sound System 

Seven-piece Dolby® Pro Logic® Surround 
Sound speaker system including AVR-10 
audio/video receiver with remote, 
subwoofer, center channel, and four 
satellites for the ultimate multimedia audio 
experience. 

$699 


D6-200 

■ Intel 200MHz Pentium Pro Processor 

► 64MB EDO DRAM 

■ 256K Internal Cache 

■ Destination 31" VGA Monitor 

■ STB 2MB VRAM Graphics 
Accelerator w/ Cable-Ready TV Tuner 

■ 3GB 11ms EIDE Hard Drive 

■ 8X CD-ROM/3.5" Diskette Drives 

■ 16-Bit Hi-Fi Wavetable Audio Card 

► harman/kardon High-Fidelity 
Sound System 

■ TelePath 33.6' Data / 14.4 Fax Modem 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad Pointing Device 

■ Wireless Field Mouse Remote 

■ Four-Channel RF Receiver 

■ MS Windows 95 

■ Destination Software Collection 

■ Gateway Gold™ Premium Service and 
Support for Big Screen PCs=‘= 

$4799 

Business Lease* S176/mo. 

The Destinntion 31 '' monitor is covered 
by a one-year warranty. Call or write for 
a free copy. 

'Maximum data transfer rate 
dependent on certain variables 
including particular modems with 
which you are communicating, 
telephone lines, communications 
software, and communications 
protocols. 
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2. Space Quest III 

Sierra 

1989 

After your death, you see your vari- 
ous body parts moving down a con- 
veyor belt to be sold at the local 
butcher shop. 


Raven Software 

1995 

First you are turned into a chicken, 
and then you endure that fowl per- 
spective until your opponents merci- 
fully do you in. 

4. Rocket Ranger 

CiNEMAWARE 


1 • Quake 

ID 

1996 

Being “telefragged” gives a whoie 
new meaning to iong-distance 
exchanges. 





6. Crusader: No Remorse 

Origin 

1995 

The ultraviolet rifle offers a more 
grisly demise than many big-budget 


action movies. 



mother 
says, “If 

man were meant to fly, he’d have 
wings.” Goodbye, grannie (and 
Cinemaware). 

5. Flight Uniimited 

Looking Glass 

1995 

The exquisite physics modeling 
extends even to the crashes; your 
plane splinters in the most spectac- 
ular fashion. 


8. Panzer General 

SSI 

1994 

Failure to complete your 
mission means that you 
are “no longer required,” and you 
hear a bullet click Into the Luger’s 
chamber. 


9. Les Maniy: Lost in L.A. 

Accolade 

1993 

You ring a doorbell and are asked if 
you are a lawyer. A Yes reply 
dumps you to DOS without saving 
the game. 



10. Wing Commander 

1990 

Col. Blair’s death receives a funeral 
oration and 21 -gun salute. This was 
one of the first times a character’s 
death was treated seriously. 


11. Balance of Power 

Mindscape 

1985 

We can still see Chris Crawford’s 
text message refusing to give us a 


mushroom cloud “reward” sequence 
for blowing up the earth. 


7. Gabriei Knight 

Sierra 

1994 

Designer Jane Jensen and 
company aren’t squea- 
mish. They allow a zombie 
to rip out your heart. 


12. Mission Force: 
Cyberstorm 

Sierra 

1996 

Dying in your mech has been done 
before, but never so viscerally as in 
the flesh burning off the bloderms 
in this game. 


13. DukeNukemSD 

Apogee 

1996 

The shrink ray is great to use on 
your enemies, but we still prefer 
poultry (see 3, above). 



14. Alone in the Dark 

I-Motion 

1992 

Losing means you are dragged into 
the underworld and sacrificed to 
some unpronounceably named ser- 
vant of Cthuihu. 


15. Neuromancer 

Interplay 

1988 

Being a cyberjockey in Chiba City 
means you sometimes have to sell 
your body parts to survive. 
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vision and experience 
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FIFTEENTH ANNIVERSARY 


The 15 Most Influential Indusm Players Of All Time 


1 • Trip Hawkins 


H awkins’ insiglils havcn'i alwavs panncci out, bill he’s a!wa\s 
had a vision fortius indiislrv. As founder of Mecironic Arts, 

'Ifip was riglit about the \alne of the reeording industrs' 
model for software distribution and Ihe need to recognize design- 
ers as artists. 1 ie was right about how good the Commodore 
Amiga was as a game maehine, but wrong about its e\ entual place 
in the indnstn. And he was right about the future ofCiD-ROM, 
but bet too much on CD-I and 5D(). 1 le was probably right aboiil 
the power of the so-called set-top box, hi it he gambled on the 
bleeding edge of that lechnologv', 1 le lia.s definitely been the 
prophet of the computer game indnsln’ as the New I lolKrsood, and the full effect of that paradigm is 
v et to be seen. 



2. Ken Williams 


T he ultimate entrepreneur, Ken 
Williams literally mos’cd from the 
kitchen table to the boardroom tabic 
with the inception of Sierra On-line. I lls 
programming of Roberta Williams’s 
MVS'IRIW 1 lOUSIs, the original graphic 
ads'cnturc game, pas’cd the way for 
Sierra’s succc,ss. hie shrcw'dly focused the 
company on making its own 
des'clopmeiit tools, as well as 
establishing Sierra as a company 
driving tcchnologs’ such as 
VGA, the CD-ROM, a full-time 
online gaming netw'ork, and full- 
motion \ ideo. Which for Sierra 
to enter the hardware wars in 
the near future and drive other 
standards, including 3D graph- 
ics and electronic sofhvare 
dLstribution. 


sofhvare lielped herald the hiuropean 
invasion of 3D ad\ enture/role-playing 
products, hie also desen es credit for the 
.successful MacPlas' dhision, w hich dis- 
Iributes Macintosh conversions of i^C 
products, and Ihe recent Kngage! venture 
that is helping maiw companies bring 
multiplayer online products to market. 


4. Lord British 


3. Brian Fargo 


A s founder of lnter|rlay Productions. 

Brian hargo has show'u both brilliant 
product \ision and great business instincts, 
hie mo\ ed the computer role-playing 
game out of Ihe .standard Ultima thrcc- 
c|uarter-overhcad perspective, and inlnv 
duced three-point idle animation for the 
encoinrler windows on such ])rodiicts as 
'11 It: BAKU’S 'I’ALE. WWS'lKtAND and 
DlUGON Wars, l-le helped break tlie 
heavy h’A dominance on dtstrihution in 
the late 'SOs, and his success as aii indejrcn- 
dent publisher and distributor of liAiropean 





Through the years, the ULTIMA .series 
has broken new ground in grapliic.s, 
artificial intelligence, character genera- 
tion, object-oriented worlds, and stor}’. 
After leading Origin out of h’As Affiliated 
1 jibel program over an intellectual prop- 
crt\’ dispute, Garriolt and his brolhcr 
Robert built a full product line and 
rccRiited Origin’s .second design su])cr- 
star, Chris Roberls of WiNC: 
CoMM/XNDl'.ll fame. As creative director, 
Carriott was instrumental in bnikling 
Origin into a real piilrlLsher. 



5. Roberta Williams 


T he original crcali\'c mind bcbincl the 
Siemi product line, Roberta Williams 
is oni\' listed below Ken Williams here 
bccaii.se she has remained in the coq)o- 
ralc background rather tlnm on the front 
line. 'Ilic fairer Williams created the first 
graphic adventure and was one of (he first 
designers to build a full adventure from a 
female perspective ('ll IR Colonll’.s 
Bkoi )i:s'i; King’s Qi ilst W, 

Pi i.wlvs.M/VCORIa). Iler King’s Qlirst 
series mo\ ed Sierra into the realms of 
graphics, VG/\ gra|}hic.s, mosic-stylc 
•sitiiiullracks, parscrlcss adscnlurcs, SVGA 
and, .soon, 3D adventures. 


6. Joel Billings III 


A tpiicl player who isn’t well known, 
]od Billings founded SSI in 1981 to 
build the kinds of games that he w-antccl 
lo play. He reemited im|K)rlant talents like 
Chris Crawford, Dan Biinten, Gar)' 
Crigsb)’ and Roger Keating to write \s'ar 
games. I iiler, he diversified by licensing 
the mo,sl .sought-after pen-anci-]3apcr 
game properh’ in biston; DtlNGLONS .\ND 
Dkaggns, for a .siicce.s.sful and unprece- 
dented ,se\’en-)'ear license. 'Ibciay, Billings 
is the vice president of w'orklwidc clcvel- 
opinent for Mindscape, parent of SSI. 


7. Chris Crawford 



T he game- 
design 
guru during 
the carl}’ (lav's 
of Atari, 
Chris 
Crawford 
was the first 
designer to 


write a 

primer on computer game design and has 
vvrillcn more about game design than 
anv'one. I lis'I’ANKTIGS (a computer- 
assisted board game design for Avalon 
I lill) and DvS'ITKN h’l<C)N'T(an early Atari 
compiilcr game design) set slanclarcls for 
opponent /“V in a war game. His geopoliti- 
cal llkiginim opus. BAtANGlv OF PowivR, 


Jtk. 
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cstaNishcd a new level of intricacy for 
game algorithms, and his Trust (Ji: 
Bkirwal '[’i 11 '. I j-c u:v ofSiboot intro- 
duced icon-based speech and broke 
ground for experiments in 
artificial personality. Yet 
Cniwforcis greatest legacy to 
com]Hitcr games was the 
founding of the Coni|)iiter 
Ckime Developers 
Conference, now a major 
e\ ent with thoasands of participants. 

8. Sid Meier 

N O one game designer has as manv 
C.’CiW' 1 fall of Hiiiie games as Sid 
Meier. i\ Icier once boasted to colleague 
Bill “Wld 15iH" Stcalcy that he coiild write 
a combat flight progr.im in class that 
would put the commercially successful 
RBD B,-\RON coin-op game to shame. Me 
was right. Meier’s designs bioke the inold 
at e\er\1hing. WYicther dc.signing games 
about war, spies, railroading. ci\ili/iition or 
pirates, Meier has alwavs focused on 
what’s fuii and w'hat works. Games alwaj's 
seem to be so multifaceted in Sid’s 
designs that it is hard to tell whether they 
are ,strateg\’ or ad\enture. N leier recently 
left MicroPro.se to fonn his own game- 
design compaii)', luraxis Softsvare. 

9. Russell Sipe 

W hen Russell Sipe founded 

Coinputer Cawing World in l9cSl, 
there w as no regular source of informa- 
tion about computer game.s. Sipe 
believed that gamers w ould w ant news, 
reviews and strategies about computer 
games, and he envisioned a hobbv that 
would grow and mature into a major 
entertainment industrx'. Under Sipc’s 
leadership, the magazine grew from a 
small hobb\'ist publication to a full-scale 
consumer magazine. I lis emphasis on a 
high editorial standard of journalistic 
accuracy and fairness continues to this 
day. I ie also believed that a magazine 
should take stands in the indiistn’ by 
adv ocating positions that benefit gamers. 
Such is the legacy of the best in 
computer joumalism. 


10. John Carmack 

T he technological genius at id Software, 
)ohn Cannack is largelv responsible 
for the explosive 
growth of first- 
person perspec- 
tive action 
games. Wlhoul 
ills programming 
tricks and gam- 
ing instincts, it is 
ciiiestionable whether WOLI-mS'll-lIN 
^D, Doom and Ql lAKl'l would have been 
made. Kven games fiom other companies 
such as IYvrk PoiutcS and DUKE NUKEM 
5D owe much to the basic design of 
Carmacks games. In addition, id’s titles 
proved the v'iabililv of shareware as a clislri- 
bulion sx’stcm, upgraded the public’s per- 
cc[)tion of shareware C]ualif\’, and acceler- 
ated (he (rend in multiplayer gaming, 

11. “Wild Bill” Stealey 

M ajor (now Colonel) Bill Stealey was 
lhefounderofholhMicroPro.se 
Software and Interactive Magic. As ciitre- 
preneur, super .salesman and industiy' 
“character,” Stealey lias alw avs coueen- 
trated on the necessity for (his industr)' to 
be fiin, Wliethcr plotting the latest move 
in guerrilla marketing or the newest pro- 
inotitaial gimmick, Stealev' has been one 
of the great evangelists of the computer 
game industiy. 

12. Doug Cariston 

D oug Cariston designed C.-M.-vcriC 
PAII’IREand C.ALACl'lC 'PlUDEK, two 
games that launched Broclerbnnd 
Software. A company founded by siblings 
(tw 0 brothers and a sister), Broderbund 
emphasized social responsibility from the 
beginning. In addition to game publish- 
ing, it has been a leader in educational 
publishing and prodiicliviR software, as 
well. Because of lis succc-ss in all three 
areas, Broderbund became one of the 
first entertainment companies to go pub- 
lic. I'br gamers, Broderbund’s most 
important contribution may be llie guid- 
ance and .support it provided for Origin 



and Maxis as they, sought to become 
independent publishers. 

13. Phil Adam 

P hil Adam was one of the founders of 
Spectnim IdoloBvIe. and be has built 
Inleqilav’s markcliug-and-sales effort into 
a powerhouse. More than a salesman, 
Adam has been the foremost .statesman 
for (he computer game induslrv' in the 
Software Publishers As.sociation, .standing 
up for the game indusln' vv ith regard to 
game ratings, packaging issues and gov- 
ernment regulators' Issues. 

14. Jon Freeman 

on I'rccman founded the first surviving 
computer game company, Automated 
Simulations, which went on to become 
Epjx. Dilcr, he became one of the first 
designers at Electronic Arts and fomicd 
his own design giDiip with Anne Westfall 
(Ercelall Associates). SiAlCSl 111': Orion, 
TEMI’l,r;ai’A’SlL\i,/\RCIiONand many 
more would never have a|>pearcd without 
the efforts of this early pioneer. 

15. Gilman Louie 

C hairman of the board of Spectrum 
I ioloBylc, Louie designed a StarTrek- 
likc command simulation in the early ’8()s, 
and he is considered the visionaiy behind 
the legendarv IvvLCON LO. 1 lis .survival 
skills have kept him alive through the 
apparent suicide 
of fiiiancia! 
backer Robert 
\'Iaxw'e!l, an 
attempted coup 
b)' fonner execu- 
tives, and several 
quarters of major 
fiuaudal kisses. 

As a siiuiilation 
innov'ator and 
staunch advocate 
of mulli])laycr 
games, Ionic is 
still an important influence on the future 
of computer games and hopes to lead 
Spectrum to a brighter future. 
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2. Secret of Monkev 
Island I & II 

LucasArts 

1990 

From the insult-driven swashbuck- 
ling to the Previously Owned gags 
of Stan the Salesman, this series 
was a non-sexist bust-up. 

3. Dajr of the Tentacle 

LucasArts 

1993 

The computer equivalent to classic 
Warner Bros. Cartoons, this sequel 
to Maniac Mansion was funny, clever, 
and even charming. 

4. Hitchhiker’s Guide 
to the Galaxy 

Infocom 
1984 

Douglas 
Adams’ humor 
comes alive in 
interactive 
book adapta- 
tion, although 
the ending is 
more annoying than Vogon poetry. 

5. Leisure Suit Larry 

Sierra 

1986 

Base, sexist, sometimes scatologi- 
cal humor, with no concessions 
made to taste or sensibilities, this 
was the best of a funny series. 

6. Monty Python and 
the Holy Grail 

7™ Level 
1996 

From not-quite-dead Tetris to 
“Spank The Virgin,” this adaptation 
of the cult film was funnier than a 
man with three buttocks. 

7. Sam & Max Hit the Road 

LucasArts 

1994 

With a sentient dog joining forces 
with a destructive bunny sidekick to 
form a detective agency, you knew 
wackiness was bound to ensue. 



1 • Space Quest iV 

Sierra 1991 

Roger Wilco and friends transformed every sci-fi time- 
travel cliche with Gary Owens’ voice {Laugh-in, Space 
Ghost) providing perfect comedic counterpoint. 



8. You Don’t Know Jack 

Berkeley Systems 
1995 

Pop culture trivia that was more fun 
than a Partridge Family marathon 
(isn’t everything?). This is the game 
show the networks have nightmares 
about. 

9. Eric the Unready 

Legend 
1992 

Poor Eric 
gets treated 
like the 
least popu- 
lar pledge 
in a 

medieval 
fraternity. 

Climbing 
into an out- 
house and kissing a pig is just the 
start of his misadventures. 

10. Leather Goddesses 
of Phobos 

Infocom 

1987 

The first adventure game to offer 
naughty and nice mode, this little 
jewel was pulp science fiction 
meets comic book humor. 

11. Spellcasting 101 

Legend 

1992 

There’s a reason this is listed under 
Leather Goddesses of Phobos. It had 
the same author, hut this was the 
beginning of a trilogy where fantasy 
met fraternity row humor. 

12. SidSAI’s 
incredible Toons 




Sierra 

1993 

Bouncing cartoon characters around 
Rube Goidberg-style devices was 
never this amusing before or since. 

13. Freddy Pharkas, 
Frontier Pharmacist 

Sierra 

1992 

Al Lowe showed his brand of humor 
could tame the wild west and win 
the hearts of sheep everywhere. 

14. Lemmings 

PSYGNOSIS 

1991 

Yes, watching cute animals plunge 
off cliffs, drown, and explode can 
be fun. 

15. Little Computer People 

Activision 

1985 

Although not roll-on-the-floor funny, 
this consistently amusing product 
featured a little man and his dog 
living in your computer long before 
Dogz and Catz. 
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1 • Quake 

ID, 1996 

The quintessential example of “Don’t let 
the plot get in the way of the action.” 
There is no story for Quake. 




2. The 7th Guest 


Try LO BYTE 

1993 

How they filled a 
novel with this fluff 
only Matt Costello 
will ever know. 


3. Microcosm 

PSYGNOSIS 

1994 

Blood vessels with more traffic than 
the Santa Monica freeway on a holi- 
day weekend formed the basis of 
this Fantastic Voyage knockoff. 



5. Fortress of Dr. Radiaki 

Merit 

1994 

“It was supposed to be funny” was 
the defense of this DooM-clone that 
stole equally from H. G. Wells and 
Japanime plotlines. 

6. Dragon Lore 

Mindscape 

1994 

If the history of the dragons and 
their riders existed anywhere other 
than the documentation, this would 
have been a much better game. 

7. Air Power 

Mindscape 

1996 

What if lighter-than-air ships had 
become the norm after WWI? Even 
taken as camp, this hot-air ship 
plummeted faster than the 
Hindenburg. 

8. David Wolf: Secret Agent 

Dynamix 

1989 

We immediately wanted to just say 
Dr. No to this James Bond wannabe. 

9. Xenocide 

MicroRevelations 

1993 

The ultimate cheap setup, 
Xenocide’s prime directive was 
“LOCK AND LOAD. IT'S TIME TO 
COMMIT XENOCIDE!” 

10. Millennium Auction 

Eidolon 

1994 

This auction game reduced the Idea 
of art to a competition in acquisi- 


tion on a galaxywide Home 
Shopping Channel. 

11. Coaster 

Disney 

1993 

Why would you build a rollercoaster 
with Disney's mini-CAD program? 
Judging from the “game,” they 
didn’t know either. 

12. DreamWeb 

Empire 

1994 

Gritty cyberpunk themes with a 
childish interface undermined 
this updated version of Donald 
Wandrei’s pulp short story, 

“A Plague of Lunacy.” 

13. Endorfun 

Time-Warner 

1995 

New-age mumblings combined with 
a diet of simple real-time puzzles 
made us hunger for red meat and 
caffeine with double cream. 




^ -j* r ■ 



14. Challenge of 5 Realms 

MicroPlay 

1992 

Nhagardia was a multidimensional 
kingdom that had everything but an 
interesting plot. 

15. Pizza lycopn 

MicroProse 

1994 

Even da bad Godfatha imitators 
know more dan ta maka da bad 
pizza pie inta a real-time mess like 
dis one. 
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FOOTBALL PRO" ‘97 

IS SO 

REALISTIC 

YOU’LL 

PROBABLY 

I 
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MOVE YOUR 




TO ANOTHER CITY 



are as good as their brag. 

NOBODY SCORES MORE 
POINTS FOR ACCURACY. 

(O Up-to-date stats for every cur- 
rent NFL player^ manage real players 
on real teams O Only game with 
multi season career pl^ to take into 
accounc.players’ aging and injuries 
O CAMS™, our exclusive camera sys- 
tem, lets you view, from anywhere in 
the stadium <OTV-like motion 
captured player movement 
More than 10,000 plays 
to choose from or design your 
own with the PtayWizard. 

. Copyr^ 1 996 Inclevn j 


PlATERSPi 


01996 Sen On-Une. be., Bel»i«.WA 96C07.Ai r^is reserved ® &nd oc desist tnc 
tames, logw and <xtKr inSla m tndemiris of tha ton Indoted Super BovH and me NR. : 


"SraBISGAMEOFTHEYEAR" , 
GOES FOR A FOUR-PEAT ■ 
Computer Gaming World thinks FPS: 
Football Pro is so true-to-the-game, 
they’ve awarded it gaming’s Super Bowl 
ring three years running. But what's up 
for this year?. Hang on to your helmets. 

WFVE TURNED FOOTBALL 
INTO A CONTACT SPORT. 
Playing against the computer is 
cool. But it’s hard to.build up a big, bad 
case of nasty revenge against a bunch 
of microchips. So now you can play 
Football Pro over a modem or net- 
work to find out which of your friends 


To order right this minute, see your retailer, call 1-800-757-7707, or track 
us down on AOL, CompuServe, or at http://www.sierra.com/games/fps 


Circle Reader Service 





1 . X-COIVI 

MicroProse1994 

X-COM came from nowhere to win C6IV 
Game of the Year and sell over a quarter- 
million units, despite nonexistent market- 
ing. Clever, eerie and addictive. 



2 . Wolfenstein 3D 

ID 

1992 

The true beginning of the first-per- 
son PC shooter craze, and the bane 
of vertigo sufferers everywhere. 

3. 1 Have No Mouth 
And I Must Scream 

Cyberdreams 

1996 

The only serious science fiction story 
to make the transition to the silicon 
screen. All games give lip service to 
the importance of story, but this one 
delivers a real wallop. 



Panther 

Games 

1987 

The Amiga 
version was 
not only gor- 
geous, it 
was the first 
decent 
attempt at 
breaking 
wargames. 


4. Firo Brigado 


away from hex-based 


5. Flight Commander 2 

Avalon Hill 

1994 

Not a flight sim but a top-notch 
strategy game where thoughtful 
maneuvering means more than 
quick reflexes. 

6. Dark Legions 

SSI 

1994 

This actjon-strategy heir to Anceoe 
never got the credit it deserved. 


7. Bad Mojo 

Pulse Entertainment 

1996 

Gamers always ask for something 
new and different; life as a roach is 
about as out there as you’ll ever get. 



8. WarCraft 



Blizzard 

1994 

Few 

remember 
now that 
Blizzard was 
a small and 
risky venture 
by Davidson 
before this block- 
buster. 


9. 1830 


Avalon Hill 

1995 

If the Master of Orion crew at 
Simtex had stayed with Avalon Hill, 
we could have had many more gems 
like this fine railroad strategy game. 


10. star Crusader 

GameTek 

1994 

Lost in the hoopla of TIE Fighter and 
Wing Com- 
mander III 
was this 
solid space 
sim, which 
featured 
moral 
dilemmas, 
good voice 
acting and 
lots of weird alien spaceships 

11. Title Fight Pro Buxing 

Comp-U-Sports 

1995 

All’s shuffle and Tunney’s pinpoint 
jab are faithfully recreated, along 
with hundreds of other pugilists, 
in this simulation of “the sweet 
science.” 

12. Custer's Last Command 

Incredible Simulations 

1995 

A gritty wargame that doesn’t shy 
from the controversial subject mat- 
ter and offers an incredible number 
of “what-ifs.” 

13. Connections 

Discovery Channel 
Multimedia 1995 

The wit, interesting puzzles, and 
James Burke’s unique takes on sci- 
ence and history make this even 
better than the TV program. 

14. Aide De Camp 

HPS Simulations 

1994 

The holy grail for board gamers, let- 
ting them convert favorites from 
cardboard to computer. 

15. Monopoly 

Westwood/Hasbro 

1995 

The all-time best-selling classic 
board game becomes a standard for 
quick, clean Internet play. 









IT SEEMS TO U; 


CLICK) 



(CLICK) 


IN MOST PC GOLF SCVB 


(CLICK) 


ISN’T EXACTLY 
LIKE SWINGING 
REAL CLUB 


A 


( W H O O S ,H ) 


• TRUESWING'“ ■ 

-Ji.il - MAKES IT A 
• «//; • '■ WHOLE NEW 

f BALL game: . 

V , In most golf CD 

. ■ ? games, they mal^e you 

click three times to set 
your power 'and accu- . 
racy. But Front Page Sports®.- Go/f~ gives 
you TrueSwing where you acojally pull 
the mouse back for your backswing, then 
thrust it forward to launch your shot • 

SO real you can almost 

SMELL THE grass. - ' 

Not only is the swing like real golf, 
so is the entire game: Texture-mapped 
graphics duplicate woVld-;famous cqurs- 

©1996 Siirra Oo-tino, Inc. , Bellevi 


SIERRA* 



-es to within inches. So now you can 
play The Prince in Kauai or the Pete 
' Dye Golf Club in Bridgeport, WV with- 
out collecting frequent flyer miles. ■ 

; I F DOESN’T.JUSr LOOK REAL, 
rr PLAYS REAL - L 
Designed by Vance Cook, the genius 
behind Links 386, this new game gets a 
double eagle for authenticity: ^Super- 
accurate, physics-based ball movement 
^ Fully 3-D on-screen golfer mimics 
your swing 1,^12 types of play, including 
skins,best-bali,and scramble Network 
play with up to255 golfers. Any way you • 
slice it (and sve hop>e you don't) pTm i 
you'll be playing a game that's so 
real it’s unreal. 



To order right this minute, see your retailer, call I -800-7S7-7707, or track 
us down on AOL, CompuServe, or at http://www.sierra.com/games/fps 
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The 15 Hardest Computer Games 



l*Back to Baghdad 

MSI 

1996 

At least the Air Force includes a complete 
operating manual with its F-16s. 



2. Shadow of the Beast III 

PSYGNOSIS 

1992 

Only over-caffeinated European 
teenagers had reflexes fast enough 
for this one. 

3. Ultima Vli 

Origin 

1993 

Until the Serpent Isle add-on came 
out, you suffered from mysteriously 
disappearing keys, unsolvable plot 
sequences, and party members who 
couldn’t feed themselves. 

4. Suspended 

Infocom 

1983 

Controlling multiple robots remotely 
with a text parser-the very defini- 
tion of a challenge. 

5. Fighter Duel 

Jaeger 

1991 

Come on guys: even real Corsair 
pilots didn’t have to fight engine 
torque using a digital joystick. 

6. Capitalism 

Interactive 
Magic 
1996 

An economy sim- 
ulation so thor- 
ough— from mak- 
ing products to 
marketing 
them— it should 
include a free 
MBA in every 
box. 




7. Pacific War 

SSI 

1992 

Less a wargame than a way of life. 
Just moving units to the right island 
was a challenge, let alone winning. 

8. Hitchhiker’s Guide to Galaxy 

Infocom 

1984 

The Babel Fish puzzle alone 
stumped many gamers In their inter- 
stellar tracks. 

9. Falcon 3.0 

Spectrum Holobyte 

1991 

if flying one of the first realistic 
flight 
models 
wasn’t 
enough, 
you also 
got to 
manage 
the 

entire air 
war. 


10. Gabriel Knight 2 



Sierra 

1996 

A lot of intermediate to complex 
puzzles throughout, but the killer 
was splicing those cassette tapes. 



11. X-Wing 

LucasArts 

1993 

You had to read Larry Holland’s 
mind to know the proper sequence 
for completing each mission. 

12. SimCity 2000 

Maxis 

1994 

If they’d 
just left 
the 

plumb- 
ing out, 
the 
chal- 
lenge 
would 
have 

been more fun than frustrating. 

13. MYST 

Broderbund 

1993 

Even the pretty pictures couldn’t 
hide how obtuse many of the puz- 
zles were. 

14. Fantasy General 

SSI 

1996 

Probably the toughest computer 
opponent of the past decade, plus 
you didn’t have enough info to 
decide which campaign paths to 
take. 

15 Tornado 

Digital Integration 

1993 

Easy to fly-after a few months of 
RAF training. 
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OR ARE 
PRO FOO' 
ASEBALL, O 
ASS FISHING 




WE’RE TOTALLY INTO 
REALISM. REALLV: 

When Sierra came up with their 
first Front Page Sports PC game, FPS; 
Football Pro™, it was so true-to-che- 
sport, that Computer Gaming World 
named it "Best Sports Game" three 
years running. Now chat same kind of 
^natical devotion to realism is showing 
up big time in all four FPS games. 

NUTS FOR ACCURACY: 

THIS IS YOUR ASYLUM. 

You’ll find the kind of details that let 
you know we’re sweating the small, stuff; 
0^ Internet and networtc play lets you 
compete with people around the world 


indicated. Super Bowi and the NFL arc recite 



j Pf^sics-based ball movement for 
greater accuracy 'C^^Extensive, up- 
to-date stats Down-to-the-inch 
simulation of real-world stadiums, 
lakes, and golf-courses Motion- 
captured, high-resolution movement 
of on-screen players and action 
AS REALAS HUMANLY (AND 
■ COMPUTERLY) POSSIBLE. 

If you want to see the games that 
blur the line between your comput- 
er and the rest of the sports world, 
grab some free demos and — 
screen shots at www.sier- IrTTA] 
ra.com/games/fps, and then 
get real. l.iri™J , 

ind or dotignace crademarks’of, or ilesnsed to Sierra On-Line, inc. Logo ® ML8PA Ofnciall;' Ucenied by the Major 
. and NFL Players. Copyright 1996 Piayers inc. Team names, nicknames, logos and other indicia are trademarks of the 
e National Football League. '“/O 1996 NFLP. Stats Is a trademark of Sports Team Analysis and Tracking Systems. Inc. 
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To order right this minute, see your retailer, call I -800-757-7707, or track 
us down on AOL, CompuServe, or at http://www.sierra.com/games/fps 
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The 19 Most Menilrahle Gene Genes 




1 • Colonel Blair 

Wing Comander 
Series Origin, 1991-96 

An unforgettable character, from fhe old 
“blue hair” days to the full-motion 
video cinematics featuring Mark Hamill. 


2. Gabriel Knight 

Gabriel Knight series 
Sierra 
1993-95 

Gabriel’s mix of sexism, 
supernatural curiosity and 
down-home sensitivity 
made for an interesting 
voodoo blend. 

3. Guybrush Threepwood 

Secret of Monkey Island series 

LucasArts 

1991-93 

From 90-pound weakling to swash- 
buckling adventurer, this intriguing 
protagonist grew in more ways than 
just combat and puzzle-solving 
skills in these terrific storylines. 

4. Madame Sophia 

Indiana Jones & 

THE Fate of Atlantis 

LucasArts 

1993 

The female counterpoint to Indiana 
Jones, Madame Sophia, was every 
bit as strong a protagonist as Indy 
himself. 

5. Roger WilcD 

Space Quest series 

Sierra 

1987-95 

Roger was unique as a hero 
because he was a schlemiel who 
accidentally accomplished heroic 
ends. 




i 6. The Avatar 

i Ultima IV-VIII 
^ Origin 
i 1980-94 

The anonymous hero of most of the 
i Ultima sagas was particularly inter- 
; esting when trying to balance the 
virtues. 

7. Duke Nukem 

Duke Nukem 3D 
I FormGen/3D Realms 
i 1996 

Although Duke’s been around, he 
never had quite so much personality 
as he showed with the delightful 
voiceovers for his latest incarnation. 

: 8. Sam and Max 

' Sam 'n Max Hit The Road 
LucasArts 
, 1994 

Steve Purcell’s hilarious talking ani- 
mal detectives brought gritty humor 
to the monitor screen. 

9. Ben Whatsisname 

: FULLTHROHLE 
I LucasArts 
1994 

: The hard-riding, gravel-chewing, 
punk-stomping biker hero who 
saves Corley Motors. 





10. Greg Bradley 

It Came From The Desert 
Cinemaware 

1989 

Geologist turned hero. Dr. Bradley 
saved the world from giant ants. 

11. Eric the Unready 

Eric The Unready 

Legend 

1993 

In his quest for knighthood, Eric 
proves that heroes make their own 
good luck out of misfortune. 

12. Max Remington 

Covert Action 
MicroProse 

1990 

Was Max Remington, the superspy 
in Sid Meier’s espionage thriller, a 
male or a female? 

13. Laura Bow 

Colonel’s Bequest and 
Dagger of Amon Ra 
Sierra 
1990-92 

Roberta Williams’s journalism- 
student, cub-reporter protagonist 
captured the flavor of the flapper 
era, but not the hearts of predomi- 
nantly male computer gamers. 

14. Indiana Jones 

Indiana Jones & 
the Fate of Atlantis 
LucasArts 
1993 

Indiana Jones should have been an 
easy character to bring to life. Until 
this game, no one was successful. 

15. Frank Castiglione 

The Punisher 

Paragon 

1990 

In the only successful comic book 
adaptation we’ve seen. Marvel’s 
urban vigilante known as “The 
Punisher” was a solid character. 
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The 15 Most Memorable Game Villains 


2. Werdna 

Wizardry/Wizardry IV 
Sir-Tech, 1980/1987 

The evil archmage was the villain 
you defeated In the first game and 
played in the latter game. 


3. The Guardian 


1 • Purple Tentacle 

Day of the Tentacle 
L ucasArts, 1993 

This unforgettable villain was monomani- 
acal. Actualiy, he was mono-everything. 



Ultima VII 
Origin, 1992 

An insidious poi- 
son, this villain 
posed as your 
friend and 
supernatural 
mentor in 
beginning 
the third 
Ultima trilo- 
gy- 


4.Cyber 
Demon 

DOOM/DOOM 


id, 1993/94 

Action gamers who 
thought they'i 
“boss monsters" 
hetore suddenly real- 
ized they hadn’t when 
they encountered the 
CyberDemon. 



7. Fredrick von 
Glower 


Gabriel Knight I 
Sierra, 1995 

Although a man 
i among men, the 

( leader of the 
exclusive Hunt 
[ Club was much, 
i much more. 


8. Kronus 
Maelor 


The Horde 
Crystal Dynamics, 
1994 

In setting up the fast- 
paced action sequences, 
Michael Gregory reveled in the 
role of the evil High Chancellor. 


5. Adrian Ripburger 

Full Throhle 
LucasArts, 1994 

“Pond slime in an Armani suit,” the 
documentation described this villain 
in a masterpiece of understatement. 


6. Prince Thrakhath 


Wing Commander II & III 
Origin, 1991 -93 

This long-fanged kitty got the top 
treatment from Origin, with cool 
voice-overs, some of the best lines 
in the script, and better pilot Al than 
. the 
other 
comput- 
er-con- 
trolled 
I Kilrathi 
I fighters. 




10. LeChuck 

Secret of Monkey 
Island series 
LucasArts, 1991-93 

Whether alive or undead, this 


scurvy-brained pirate made 
Guybrush Threepwood’s life 
miserable. 


11. Adolf Hitler 

Wolfenstein 3D 
id,1992 

When fictitious villains weren’t 
enough, the monster had to 
come from the pages of history. 



12. Gao Qui 

Bandit Kings of Ancient China 
Koei, 1989 

In this strategy game, an evil minis- 
ter from ancient historical accounts 
tried to outwit you at every turn. 


13. Count Dracula 

Dracula Unleashed 
Viacom, 1993 

The actor who played this full 
motion video vampire was able to 
sink his teeth into the role. 


14. PirlSnikwah 

Ultima V 
Origin, 1987 

This pirate leader was loosely 
based on a game company presi- 
dent. Do you have to spell it back- 


wards? 


9. ScoipilTon 

Wasteland 
Interplay, 1985 

This nefarious villain was ostensibly 
based on a famous role-playing 
columnist. 


15. Tom Frisina 

Hardball 
Accolade, 1985 

A villain in a sports game? That’s 
essentially how founding Accolade 
partner and game designer Bob 
Whitehead cast his left-handed, 
junk-throwing corporate president in 
the game which opened the movie, 

A Princess Bride. 













Pick pm poison: Russia's premier 
helicopter, the Wereimlf. or the US's 
2lst-ceiilui)’ Comanche. Either 
way, pn 're a /lying foot, with more 
mlism packed into two CDs limn 
a tower buzz at Baghdad Airport, 
tllollon .sickness bag not Included. 
From SoraPgic. 


MeclMirrior2 pulspii in contml 
of the Baltlc.\Iech. tlx auesonwSIst 
century tear machine. Customize 
one of 15 Alecbs to jigbl in oier 
30 challenging missions against 
enemy Mecbs. Ascend the ranks of 
your clan to become the ultimate 
MechW'drrior. From Actliision. 


Heroes brings out the warlord in 
pii—a fanta^‘/slmteg)‘game that 
putspii in command, recniiting 
heroes and Ibeir forces to bailie 
up to three human or computer 
adiersaries. What's at slake? Only 
the entire world, aspu know it. 
From Sew World Computing. 


Gabriel Knlgbt, the hero of the 
spine-tingling "Sins of the Father,' 
scares the living imnts off us once 
again as be solivs Ibis nwllijde 
mutilation murtler tale. The Beast 
Within. You ‘II leatv eivij- light on 
in the bouse for a iceek after Ibis 
one. From Sierra On-Line. 


I® i Here’s a biirse: 


iSeivr a^in feel the loss associated 
with finishing a game of Marathon. 
The third chapter brings il ail full 
circle, and Bungie 's own editing 
tools gitv you limitless power 
to create the adventures. We still 


IJC 



recommend retina breaks etvry 

4 & ' M/hjc 


30 hours or so. From Bungie. 



Descent Il'snewSoO 3-Danlmalm 
will keep j vu glued to the screen 
for hours aspu battle an armada 
of crazed robots. You'll lap into 
a Ion of cool, bigb-lecb weaponry 
and all the wits and reflexes pu 
LAY os you Irj' io fight off 

. the onslaught. From MacPIay. 


Didpu know that llxre’san actual 
siralegr to going 220 mpb? It’s all 
laid out here, pluspii can race 
to pur heart 's content with no fear 
of losing your license or melting 
a cranksimfl. IndyCar is vliliial 
decadence at ils self-absorbed best. 
From Sierra On-Line. 


WarCrafi II. the best -.selling PC game, 
nowe.xplotlcson lbeMaclnlosb:Take 
command of eillxr the niibless Ocrs 
or the noble humans Inpurqucsl 
Io rule Ibe land of /Izeroth. Make 
fmerful new allies, bailie terrifying 
new creatures, conquer new lands. 
Fivni Blizzaid Enlerlainment. 


Become the omnipotent, godlike 
and somewlmt goofy ruler of your 
own kingdom as you determine Ibe 
final resting place of your "souls." 
Aftertife will have you laughing, or 
scivaming, ar/iossibly both as you 
Ir}' to figure out wluil to do with 
pur new friends. From Lucas Arts. 


^ I Full Till! PInml is as real as It gels. 
A Indy retdislic pinball e.xperience 
on a compuler. Accept IIk challenge 
of tbive mesmerizing piiikdl tables, 
■ , each with Ils own pboiorealislic 
\ ■ 3-D graphics, Incivdible sound 
_ ejfecis and accurately modeled ixd! 
momment. Fmm Ma.\is, Inc. 






When il comes to cool games for the Mac,' the world is your virtual oyster. 
(And if yoifd ever look up from your computer for a second, you’d know 
this.) So, while we’re lucky enough to have your attention, know this: you can 
find great Mac software on the web, in pretty catalogs and lots of great places 











like Best Buy and CompUSA (understanding, of course, that leaving the iiouse is unavoidable if you want to visit one of the stores). In 
fact, just short of beaming game code directly into your cerebral cortex via satellite, you can get your hands on the really good stuff 
almost anyway you want. 1b begin your obsession with Mac sofKvare and to check out all these different ways to buy, get on the Internet 
and plant votirself in front of our web site at http:/Av\TO.macsoftware.apple.com. Or, ifvou're into tradition, call 800-500-4862 
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The 15 Worst Peripherals 



1 • CyberMan 

Logitech 

This weird controller managed to fall as 
both a game controller and a mouse 
replacement. 



2. Doom Gunn 

TAC Systems 

A tiny joystick mounted on a big 
ugly plastic gun makes for a 
controller that’s unreliable and 



unusable, as well as ugly. It’s now 
marketed as the Demon Destroyer 
Gunn, but it’s still the same uncon- 
trollable controller. 

3. Spaceball Avenger 

Spacetek IMC 

it was the company’s first attempt 
at a 360-degree controller, but only 
the designers could figure out how 
to use it. 

4. Mousewheel 

Colorado Spectrum 

A steering wheei/fllght yoke you 
strapped to your mouse; one of the 
most Imprecise controllers ever. 

5. Aura Interactor 

Aura Interactive 

A subwoofer you could strap to your 
chest. Adult fun at its worst. 


6. Wizzard Pinball Controller 

ThrustMaster 

We’re still 
not sure 
how this Is 
supposed to 
better than 
board. 

7. Amiga Joyboard 

Amiga, Inc. 

Suzy Cliafee asked, “Why use a joy- 
stick for C64 arcade games when 
you can use a mini-surfboard 
instead?” Urn, perhaps because a 
joystick works? 

8. Thunderseat 

Thunoerseat 

A subwoofer in a chair, for serious 
flight sIm fans. Weil, it’s better than 
in a vest at least. 

9. Fiist-neneration 
VR headsets 

Various 

Low resolution obviates the cool- 
ness factor of VR tracking in all the 
first-generation VR devices; until 
inexpensive hl-res hits, these novel- 
ties hamper gameplay. 

10. Destination keyboard 

Gateway 

Slight delays in key transmission let 
you experience lagging play without 
logging on to the Internet. 

11. GlidePoint 

Cirque 

Imprecise as a Windows mouse 
replacement, touchpads are vir- 
tually useless as game controllers— 






just when laptops were becoming 
good game machines, too. 



12. Mouse “Surf” Board 

Neutral Products 

A weird board 
for using your 
mouse in your 
lap. When the 
company brags 
that it also 
works as a 
drink coaster, 
you know you’re in trouble. 

13. RealMagic 

Sigma Designs 

It made full-motion MPEG video 
games look better. If only it could 
have made them play better. 

14. Parallel Gameport 

Genovation 

A great idea for using a joystick on 
a laptop, but the near-total lack of 
drivers made it virtually useless. 

15. Flight Sim Cockpit 

ThrustMaster 

OK, we think it’s cool too. But if 
you have one, it’s time to hang up 
the surplus-store flight suit and go 
out and try to meet a girl. 
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Microsoft. Windows nnd the Windows Logo ore registered trademarks of Microsoft Corporation. 


It's 2095. You're Neo-Hunter Rick Gage — a human bloodhound hired to track down the killers of a 
powerful senator. Use your sharp wit and even sharper shooting to navigate the dangerous metro- 
polis of future San Francisco in an action-thriller that embroils you in an underworld of corruption 
and greed, it's a race against time to track down the powers orchestrating the collapse of the new 
millennium. All before the hunter becomes the hunted. n n n r\ n crp rp [7^ 


^ From the co-designer of 
X Wing“'& Tie Fighter h 
thedesigner of the Super 
Star Wtars'" game trilogy 


» 50 twisting, turning action- 
packed sub-missions rife 
with combat and puzzle- 
solving objectives 


^ Dramatic graphics stunning- 
ly rendered in cutting-edge 
"Anime'-style animation 


First person, side-scrolling 
action in 2 1/2-D combat 
environments teeming with 
drug lords, cyborgs and the 
vilest perpetrator of all 


^ Written by world-renowned 
author Orson Scott Card 
{Ender's Game, Speaker for 
the Deadl this intense plot- 
within-a-plot storyline comes 
alive with sizzling dialogue 
and continuous interactivi- 
ty between characters 


^ High-tech crime fighting 
including DNA analyzation 


P Cinematic soundtrack with 
original music and action- 
enhancing sound effects 


s£)1996 Vifgin Interactive Entertainment, Inc. Ml 


igtns reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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hut names can be deceiuing. 


Femme fatales, fedora-wearing henchmen and corrupt city officials — just a 
few of the unsavory characters you'll encounter in the urban underbelly of 
1940 Los Angeles. Journey through unsolved cases ranging 
from wartime espionage to the underground lairs of Chinatown and seductive 
excesses of Hollywood — all brought to life in dramatic black and white — 
as you search to discover the truth behind the disappearance of fellow P.I., Jack Slayton. 
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23586 Calabasas Road, Suite 102 
Colabasas, California 91302 
Telephone (818) 225-1049 
web; www.cyberdreams.com 



Noir is a tradsmark of Cyberdreams. Inc. Cyberdreams is a registered trademark of Cyberdreams, Inc. 
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Unis Most iBwardligEnilligs 01 Allhic . 



2. The Secret of 
Monkey Island 

LucasArts 

1990 

After solving the last puzzle, you 
are rewarded with a fabulous free- 
running animation starting with 
Guybrush being ejected from inside 
a doubloon-op grog machine and 
ending with Guybrush in love. 

3. President Elect 

SSI 

1981 

Your careful planning is rewarded 
with an election-night television- 
style presentation of state-by-state 
results. 

4. Gabriel Knight tl 

Sierra 

1995 

Although there was a low-key 
attempt to wrap things up with the 
bridge scene, the real ending to this 
game was the climactic opera/ritual 
scene combined with the unique lit- 
tle strategy game in the basement. 




5. Defender of the Crown 

CiNEMAWARE 

1987 

It may have 
been not the 
coronation 
sequence at 
the end that 
was the most 
rewarding part 
of this game, 
but the sensuous shadow play when 
you rescued the damsel in distress. 


6. Sid Meier’s Pirates 

MicroProse 


1 • The Magic Candle 

Mindcraft 1989 

Instead of fighting a massive battle at the conclusion, 
you enact a detailed ritual using— you guessed it— 
magic candles. 





1987 

This was the first game in which we 
received a “retirement ranking”— 
where we would have ended up in 
society when we quit. 

7. Eric the Unready 

Legend 

1993 

After interrupting the wedding and 
rescuing Lorealle, you kiss her and 
prepare to live happily ever after. 

8. Red Storm Rising 

MicroProse 

1989 

The successful conclusion of a tour 
of duty, ends in a ticker-tape parade 
and a presentation of medals. 

9. StarCon 2 

Accolade 

This rich and satisfying game enter- 
tains right down to the end, with 
some of the funniest credits since 
Monty Python’s Holy Grail. 

10. Foil Throttle 

LucasArts 

1995 

Ben rides off into the sunset Instead 
of living happily ever after with 
Marlene. 

11. Ultima IV 



Origin 

1986 

Your avatar ended up reading the 
Codex of Ultimate Wisdom instead 
of merely fighting “Foozle,” the 
generic bad guy of most CRPG 
endings. 

12. Wing Commander 

Origin 

1990 

After defeating the final Kilrathi 
armada. Colonel Blair is showered 
with medals and fireworks for his 
heroic achievements. 

13. Master of Magic 

MicroProse 

1994 

All roads lead to the casting of the 
ultimate spell. The facial expres- 
sions are priceless. 


14. I Have No Mouth and 
I Must Scream 


Cyberdreams 

1995 

It isn't a cheap 
ending when 
these soul- 
weary charac- 
ters find their 
individual 
peac& 



15. Duke Nukem 3D 

FormGen 

1996 

Duke saves the world, and then, in 
a vaudeville-style blackout, a radio 
play lets you know that the good 
guy is coming to get some. 
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The 15 Least Rewapdiag Endings ef All Time ^ 



!• Sentinel Worlds 1: 
Future Magic 

Electronic Arts 1988 

You win and immediately drop to the DOS 
prompt. 


SHLipSI 



2. Eye of the 
Beholder 

SSI 
1991 

You kill the behold- 
er, get a text box 
victory message 
and drop immedi- 
ately to DOS. 

3. MYST 

Broderbund 

1993 

After winning the 
game, you are 
automatically put 
back into the 
game. Some 
reward! 

4. Star Trek V: 

The Final Frontier 

Mindscape 

1990 

Paramount’s ban on destroying 
the Enterprise caused this illogi- 
cal simulation within a simula- 
tion ending. 

5. QUAKE 

ID 

1996 

After you were teleported into Shub- 
niggurath’s body, the \6-meisters 
congratulated you for beating Quake. 
Big deal! 

6. Starflight 2 

Electronic Arts 

1989 

If your crew was destroyed, you lost 
your saved game files, as well. 




7. Laura Bow in The 
Dagger of Amon Ra 

Sierra 

1992 

After reaching the final act, Laura’s 
inventory was inaccessible. Players 
suddenly needed notes they hadn’t 
realized they needed to take. 



8. EF2000 

Ocean 

1996 

After finishing a campaign, you 
receive the enlightening screen that 
informs you, “Campaign Won” or 
“Campaign Lost.” 

9. Champions of Krynn 

SSi 

1990 

Upon the completion of the quest, 
characters were “rewarded” by hav- 
ing their most powerful artifacts 
removed. 

10. Darklands 

MicroProse, 

1992 

After giving up its wealth and health 
to defeat a demon from Hell, the 





party ends up penni- 
less at an inn with 
lots of fame points. 

11. Al Unser’s 

Arcade Racing 

Mindscape 

1995 

In a return to the 
victory screens of the ’8Qs, you fin- 
ish first in a season and get one 
lame picture of a trophy. 

12. Might & Magic II 

New World 

1989 

After winning the game, your char- 
acters each get 50 million experi- 
ence points. For what? 

IS.Witchhaven II 

Capstone 

1996 

The end of game 
screen features a 
skull. Then, a 
butterfly flies off 
the skull. Strange 
symbology? 

14. Jinxter 

Rainbird 

1988 

Even when the player won, the pro- 
tagonist died. Happily ever here- 
after? 

15. Ultima III 

Origin 

1983 

After all the mega-combat in this 
game, the actual dispatching of 
archvillain Exodus was anti-climactic. 
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five FAQ’s about the moat 
uniq ue maze/adventure game ever! 


who? 

what? 

where? 

you! immersed in 

vertigo 1 

cyberspace I 

the first-person 

negotiate real- 

surf to 18 

perspective, you 

time 3-D 

virus-mutated 

play a renegade 

interactive 

maze-like 

hacker trying to 

mazes featuring 

worlds, free- 

destroy an 

multi-threat 

floating throu^ 

insidious viznis 

traps, dizzying 

a bizarre 

launched by 

pratfalls , and 

interpretation 

Rood O’ Dor, 

puzzling enemies 

of the Internet. 

an evil genius 

by mastering a 


out to trash 

progressive set 


the world’s 

of gravity- 


computers . 

defying skills. 



when? 

October ! at your 
local softweire 
retailer. 

why? 

because! FC game 
players deserve 
the same mind- 
bending thrills } 
spills, and 
skills formerly 
available only 
on high-end 
cartridge games. 








(203) 797-3530 
liltp://www.gralier.coin 
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15 Top Vaporware Titles io Cooiputer Game History 



1 • Champions 

Hero Games 

Due: 1992 Delivered: Never 

Exception-driven ruies and weak game 
design document caused this to be the uiti- 
mate victim of the dreaded CGW cover curse. 



2. Battlecruiser 3000 

Derek Smart 

Due: 1993 Delivered: 1996? 

Derek Smart’s design of 
galactic proportions went 
through more companies 
than Liz Tayior has husbands. 

3. The Dig 

LucasArts 

Due: 1992 Delivered: 
1995 

After nearly kiiiing three 
design teams, Spielberg’s 
first interactive experiment 
had momente, but was very dated in 
iook and feei by its arrivai. 



4. Return to Atlantis 

Electronic Arts 

Due: 1985 Delivered: 1988 

One of EA’s first scheduled games, 
four years later, it became one of 
their worst-ever games. 

5. 20,000 Leagues 
Under The Sea 

Reichart von Woleshield 
Due: 1989 Delivered: Never 

Beautiful graphics were sunk 
deeper than the Nautilis when 
Disney legal threatened to sue. 



6. Mean Time 

Interplay 

Due: 1989 Delivered: Never 

This Wasteland sequel succumbed to 
the death of the Apple 11 and to the 
virus that ate Interplay’s homework. 

7. Return of the King 

Interplay 

Due: 1993 Delivered: Never 

The final segment of Lord of the 
Rings trilogy may never escape from 
Sauron’s clutches, due to the aging 
of the series engine. 

S.The Elder Scrolls; Daggertall 

Bethesda 

Due: 1994 Delivered: 1996 

Featuritis and creeping technology 
has held up this potential jewel for 
far too long. 

9. John Madden 96 

Electronic Arts 

Due: 1995 Delivered: Never 

The once-great action football king 



hides its development difficulties 
behind the focus on a PlayStation 
version. 

10. Stonekeep 

Interplay 

Due: 1991 Delivered: 1996 

After seeing the same basic demo 


for years, 
the game 
finally 
shipped, as 
an anti- 
climax. 

11. Falcon 4.0 

Spectrum HoloByte 
Due: 1993 Delivered: 1997? 

After more than one design team 
shake-up and more cost overruns 
than the real F-16, Spectrum hopes 
this will replace the metal fatigue 
on Falcon 3.0’s wings 

12. Mystll 

Broderbund 

Due: 1995 Delivered: 1997? 

A tough act to follow, since everyone 
now develops with SGI machines to 
create similar environments. 

13. Strike Commander 

Origin 

Due: 1991 Delivered: 1994 

The haze you see from the cockpit 
is emblematic of this title’s troubled 
development on the bleeding edge 
of technology. 




14. Married With Children 

Monarch 

Due: 1989 Delivered: Never 

Now-defunct Monarch Software had 
the license and the “Hollywood- 
style” producer who said he could 
do It. He couldn’t. 


15. Murder on the 
Orient Express 

Smoking Car 

Due: 1994 Delivered: 1997? 

Would photos from every mile of 
Orient Express track guarantee a 
great game? We may never know. 
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Prepare to fac&your greatesyfears, * 
as Soultrap pulls you into a deadly , 
world of terror and spiralling madness. 
Let your mind free-fall into a series 
of deranged dream-like environments 
that are constantly moving and 
changing in three dimensional space. 
With each addictive, real-time 3D 
level you’ll slip further into insanity, 
until you finally lose yourself in 
this terrifying Soultrap. 


'Master your shooting skills while 
moving from platform to platform 
as enemies come at you from 
every direction - above, below 
or head-on! 

variety of 


'First person view 
third person camera angles allow 
for a uniquely playable game 
'You’ll be challenged by hidden 
clues and secret items that will 
help you overcome levels 
’Includes a chilling digital 
soundtrack with eerie 
dimensional sound effects 


FOR MORE INFO A80UT 
OR TO ORDER DIRECT. CALL: 
Tel:(416)6S6-9S94 Fa>:( 

INTERNET : hllpi// www.m 
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The Quest Team has a mission. But you 
don’t have to sit on the sidelines. 

You’re there. On the inside. Seeing what they 
see. Experiencing what they experience. 

It’s a race against ominous Men in Black 
and the evil Dr. Surd. On land. On sea. In 
the virtual reality of QuestWorld. 

There’s hours of outrageous 3-D. Free 
state-of-the-art Techo 3-D glasses, in 
the first 2 CD-ROM set for kids. 


Macinlosh/Windows compatible. Minimum System Requiiements: WINDOWS: a; MHa 486/8 MB RAM. Double Speed CD-ROM Drive, Compatible Wdeo Canj.SVGA266<^ 
monllor, Sound Card required. Miciosofty/indoY/s 3.1 or higher, or Windows 95. MACINTOSH; 33 MHz 68030/S MB RAM, ajS-colotmoniloi. System 7.0 or higher. 01996 Vlt^ 
Sound and Vi^on. All rights reserved. and Virgin"' arc used under license from Virgin Enterprises limited. Oi996Hanna-BatbefaCitloons, Inc. ATumer Company All 

Rights Reserved, jonny Quest'" atui all related characters are trademarks of and copyrighted by Kanna-Batbera Productions. lAc.orHanna’BarberaCarloons.lrK. 

Circle Reader Service rf187 



FEATURE • NEXT 15 YEARS < 


The Next 
15 '(fears 

A Look Back From CGWs 30th Anniversary 


by Keith Ferrell 


Fall, 2011, Somewhere in the electroniverse: 



he 30th Anniversary Computer Gaming World was due any 
nano now and Jack couldn't wait. It was his birthday as well as 
CGH/'s, and that made it a special day. They were the same age 
and there was no question that they shared the same interests. 


GAMES. 

Computer games. (Was there any other kind?) 

The only thing Jack lived tor more than the moment the latest ish 
washed into his system was the games CGI4/ covered. 

Jack lived to play and played to live— it was a happy arrangement. 

The aimless gameless didn’t see it that way, ot course, but then they 
never had. As a kid he'd had aunts and uncles, teachers, neighbors, 
even other kids who just didn’t get it. But there were less of them every 
year, and every year Jackie cared less what they thought and listened 
less to what they said. Their words couldn’t reach him over the multi- 
tracks that were games’ latest rave. 

Besides, Jackie knew he was tracking right-otherwise why even 
when the New Mill was less than two years old had CGW moved past 
Reader's Digest as the world’s biggest monthly? And that was when it 
was still on paper, tor byte’s sake. 

Well, it wasn’t a paper world any more, and Jack wasn’t a kid any- 
more either. But he still had a child’s impatience on his birthday, and he 
figured he had a right to that. Waiting was never easy lor him. But he 
had ways of passing time, of making time disappear... 

Jack submerged himself in his system, all senses extended, cata- 
loging his game cosmos, powering up, stretching out, becoming one 
with his games. 

You are. Jack thought as he surged outward, what you play 



THE VIEW FROM NOW 

Players of computer games-and that’s a growing number of us 
humans-are living in an age of wonders. If you doubt that, drop back 
15 years or less. 

You call those computers, those boxes with their mono monitors and 
clunky tape or clunkier disk drives, with jagged sprites moving across 
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small screens, mostly without sound? We did call them computers- 
they were computers, after all-and in the context of their times they 
looked more science fictional than they ever will again. Computers and 
computer games are so much a part of our electronic environment now 
that we’ve forgotten how revolutionary 64K (or less) and a green or 
amber screen were. 

“I remember what a kick in the head it was to see the first MacPaint," 
says Al Lowe, designer of Sierra’s Leisure Suit Larry series. “Black and 
white on that tiny screen, but wow." That was 1984, when the hottest 
games used... text. 

Today, we take it for granted that great graphics-and sound, and ani- 
mation-are part of our games, and that they’re going to get better. 

“The computer manufacturers know this, too," says Derek Smart, 
designer of BAnuECRUisER 3000 AD, a game that’s been in development 
long enough to see a number of generations of hardware become 
obsolete. "They know that people use their machines for games, and 
that’s why you’re seeing 3D accelerators, plenty of RAM, and all of it on 
inexpensive machines.” 

You have at your disposal more raw computing power than NASA 
had when Neil Armstrong went to the moon. You use it, as do most 
people who own personal computers, whatever they claim, to play 
games. Compared to 15 years ago-or 10 or five-you have everything 
you could ever want. 

But show me a gamer who’s satisfied and I’ll show you someone 
who’s never had a dream. The best of today’s games can’t compete 
with our dreams of tomorrow's games, can they? 

So what w/y/ tomorrow bring? 

Whatever you want seems to be a pretty good guess. 

LOOK AT THAT! 

Short-term, call it five years out, we’re looking at another round of 
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improvements in the appearance, speed, and feel of computer games. 
The sorts of technologies that have attracted a lot of attention in bits 
and pieces-great graphics here, fantastic animation there, those 
sounds over fhere-are going to start coming together. 

“I think we’re undoubtedly going to see another jump in graphics 
capabilities,’’ says Al Lowe. “Combine that jump with increases in 
speed, movement, animation and you’re going to get worids where you 
can move anywhere, see anything from any angle, and do it while get- 
ting rid of those giant ugly pixels, letting us have gorgeously realistic 
high-res worlds to play in." 

Lowe thinks these advances, combined with larger monitors and per- 
haps even high resolution flat screens, are going to bring about a meld- 
ing of techniques. “Cross the world of MYST,” he says for example, 
“with a fast action game, and think about what you can do. Graphically, 
there really aren’t any limitations to the possibilities." 

No limits? “It’s like when I saw Jurassic Park for the first time,’’ he 
says. “I remember thinking, yea/7-now you can do dinosaurs, real 
dinosaurs. You’ve got dinosaurs on the big screen, and we're on the 
brink of anything we want on computer screens." 

Plenty to look at then, and the odds are you won’t be looking at it 
alone. 

ALL TOGETHER NOW 

Drop back again-not even 15 years. Go back half a dozen and 
you’d be hard pressed to find more than a few hackers who could talk 
about the Internet. And if you had mentioned the World Wide Web, 
you'd be hailed as a visionary. (And if you’d invented it, you’d be rich.) 

But one truism of the computer revolution is that its waves of change 
move ever faster, and connectivity via the net, the Web, services-name 
your connectivity poison-came of age faster than any innovation in the 
history of the industry. 

“There’s no question that future of computer gaming is multi-player,” 
says Bill Stealey, president of Interactive Magic. Stealey’s perspective 
goes back to the earliest days of personal computing; his first games at 
MicroProse were distributed in ZipLock bags. 

Today, Stealey thinks that the days of solo computer gaming may be 
nearing an end. “People will still go one-on-one with their computer 
games,” he says, “but primarily to practice for group sessions." The 
next five years, he argues, will see the groundwork laid for multiplayer 
gaming’s dominance of the industry. The reasons are technological- 
Ihe growth of the net, availability of high speed telecommunications, 
plenty of server power-but also social. 

"Single play," Stealey says, “just can’t compete with the challenge of 
facing another person or group of people. You will have communication 
during games, teamwork, a sense of being part of something. 
Multiplayer computer games will become a social activity just like a 
softball game." 

Derek Smart thinks that multiplayer gaming will move to the forefront 
as well, but for reasons having much to do with the limitations of com- 
puter opponents. “Gamers want to challenge a mind that is prone to 
flaw," he says, something you don’t often (bugs and sloppy code 
notwithstanding) get with computer opponents. “A serious player wants 
to be up against something equal or similar to himself, an alter ego, if 
you will." 
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You're in a low-resolution world when you 
put the goggles on. And in the world of gam- 
ing, high-res wins over low-res every time. 


Undoubledly we ali will, many i{ not most of us all at once. And once 
we’re facing the reality of a human opponent, the question arises as to 
whether we will face each other’s reality virtually. 



VIRTUAL WHAT? 

VR was all the buzz before the Web cornered the buzz market, and a 
great deal of technical attention and research is still being devoted to 
developing virtual reality tools and s^tems. It just doesn’t seem likely 
that we’re going to be playing many of our games inside such systems. 

The problem, many think, is one of resolution. We’ve grown accus- 
tomed to ever-increasing graphics quality displayed on bigger and bet- 
ter screens. VR goggles just can’t compete. 

■’Those VR goggles put too many pixels too close to your eyes," Al 
Lowe says. ‘’You’re in a low-resolution world when you put the goggles 
on. And in the world of gaming, high-res wins over low-res every time." 

Technically, virtual reality still holds a lot of promise, but increasingly 
that promise seems to lay in fields such as medicine and engineering, 
not computer games. 

THE MORE THINGS CHANGE 

So if we’re nol going to be playing in some version of the holodeck, 
what interfaces willm be using? 

In many ways they’ll resemble our old familiar inputs: joystick, key- 
board, mouse. The devices are ubiquitous, we’re accustomed to them, 
and they’re flexible-there’s not a lot of input you can't put in with one 
of these tools or a combination of them 

There is, however, one other input/interface device that is ubiquitous 
and that most of us know how to use, and that is the spoken word. 

Watch for a rapid explosion in voice processing technology, all but 
immediately incorporated into certain types of games. Bill Slealey thinks 
that our voices will become our primary housekeeping interface with 
our household computers: "You’ll just tell your computer what game 
you want to play" he says, "you’ll tell it to get your regular opponents 
on the line, or to round up a new group. And when you’re done, you’ll 
have your computer to put everything away. We’re going to have HAL in 
our homes!” 

Another area in which voice processing is likely to have a large 
impact over the next decade-and-a-half is in role-playing games. 
Increasingly, such games will be distributed over the net where, as with 
every other type of multiplayer game, we’ll be talking with each other. 

But there’s no reason why we shouldn't also begin talking with our 
computer opponents. It’s been tried before-remember saying "Fire!" 
into that microphone that came with some space-war simulators a few 
years ago? That, though, was hardly a conversation and hardly effective. 

Have you talked to a telephone operator lately? Human or machine? 
Sure, you can tell now, but as with every other aspect of computer tech- 
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nology, now is a fleeting term. Voice processing technology is growing 
up fast, and it’s going to move out of the phone companies and corpo- 
rate offices and into our role-playing games well before the next 15 
years are past. 

WORLDS OF OPPORTUNITY WITHOUT END 

Combat simulators, role-playing games, interactive movies, arcade 
games, strategy worlds-all of the categories of games we know and 
love are going to evolve and grow over the next 15 years. 

But it could well be that we’ll also see something... different. It’s hap- 
pened before, and sometimes it makes hits. Chris Crawford’s Balance 
OF Power was one. SimCity was one, MYST was an even bigger one, 
and DOOM the biggest of all. The game that comes out of left field, 
sometimes way out of left field, to redefine computer gaming. 

It could be time for another one... or several. 

Gentry Lee thinks, in fact, that the next decade and a half may well be 
the ripest time yet for that sort of explosive arrival, a debut that warps 
the whole gaming field in new directions. 

A scientist and novelist whose latest book is Bright Messengers, Lee 
is currently wrapping up RAMA for Sierra, a game based on the series 
of novels he wrote in collaboration with Arthur C. Clarke. Combining the 
perspective of the scientist with that of the novelist, Lee thinks that we 
may be missing a point by focusing too much on the ways in which 
technology is going to evolve. 

“We’re going to see a whole new type of storytelling," Lee says. 
"We’re going to see the sorts of stories that no words can tell, at least 
by themselves. The very idea of storytelling is going undergo a transfor- 
mation as we develop a fully enveloping medium, with a level of drama 
and possibility that we’ve only just begun to glimpse." 

OTHER WORLDS MAY BE ENDING 

Not everyone is excited about the future, Harlan Ellison, for 40 years 
now one of the most provocative writers anywhere, sees the emergence 
of interactive technologies and gaming as precursor to the end of lan- 
guage. Despite the amount of new writing he did for the recent interac- 
tive version of his I Have No Mouth And I Must Scream, Ellison is hardly 
sanguine about the impact of computer games on literacy. 

"I feel an abject terror," Ellison says, “because I think we’re living in 
the twilight of the word. There will always be books, but they’re going to 
reach a smaller and smaller audience. Because the masses-that mal- 
leable, plastic wad of faceless people we call the majority-are the ones 
to whom technology is slanted, seducing them away from the word and 
into the image." The marketers, he feels, are going to do us in. 

It’s a feeling shared by Chris Crawford. "The marketing of computer 
games has steered the industry into an evolutionary blind alley," 
Crawford says, “A decade ago, we had all this potential, and the liberal- 
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ing factor of not yet knowing what a 
computer game was supposed to 
be, and the industry just hasn’t 
grown." Crawford blames 
this situation on the relent- 
less quest for market share 
on the part games publish- 
ers. 'They decided that there 
were certain categories of 
games, and those are the same 
today as they were in the days of 
the Apple II, when the industry got 
started. Something is profoundly 
wrong about that." 

Crawford thinks it likely that the field will further 
divide over the next 15 years, splitting into the com- 
jr games industry and the interactive entertainment 
industry. Both sides, he feels, will be dominated by the 
same lowest-common-denominator marketing mindset 
that in Crawford’s eyes has robbed the industry of 
any innovation. 

THE PAST IS PRELUDE 

Whether or not the seeds of a stag- 
nant industry were sown over the 
past decade, a lot of lessons were 
learned. And each of those lessons, 
whether positive-"this is great"-or negative-"ooo/3s"-pro- 
vides a foundation on which future games will be built. 

Having learned so much about the nature of computer games, it 
seems only fair that computer games should learn some things about 
us. At least that’s the vision Pat Cadigan has. Among the most respect- 
ed science fiction novelists currently working-her Synners should be 
required reading for anyone interested in evolving technological soci- 
eties-Cadigan thinks we're about to see a leap in the intelligence and 
capability of our computer opponents. 

“We’re going to be playing against things that are more like living 
creatures," she says. “Our artificial opponents are going to iearn the 
ways in which we think and play, and they'll be putting that knowledge 
to work against us. They’re going to be tougher, smarter, and more 
adaptable, all of which will make for better and better games." 

A serious student of the present, as well as of the future, Cadigan 
thinks too much is made of the power of computer games to “steal" us 
away from the "real" world. “When people want to play games," she 
says, " they’re going to play games. And when they want insight into the 
human condition, they'll turn to media that offer insight into the human 
condition. Game players never mistake what they’re doing for anything 
else, and it’s a mistake to think that they do." 

Gentry Lee thinks that we may see a combination of game playing 
with those insights that traditionally come from other arts. “Somewhere 
out there," he says, "is a master who is going to be able to do it all, pro- 
gramming, writing, storytelling, game design, all of it. And when he or 
she arrives, their work will create the same sort of impact as the best of 
fiction, or art, or movies." 


Lee thinks that the coming revolution in computer games will feed 
back into traditional art forms. “Just as painters learned new tricks 
when photography came along, so will our novelists, and painters, and 
filmmakers add new tools to their palettes as computer games become 
themselves a fully recognized form of art." 

IMMERSE YOURSELF 

Whatever form or shape, familiar or as yet unknown, tomorrow’s 
computer games assume, there’s little doubt that they will wrap them- 
selves around us and draw us into their realities to a degree we can 
only glimpse from our present perspective. 

Al Lowe thinks we’ll actually see ourselves in games. "A whole indus- 
try will grow up," he says, "that will put your face, complete with expres- 
sions, in your favorite games." Leisure Suit Keith? The mind boggles. 

Bill Stealey sees a real golden age of interaction on the horizon. '1 
want to create a virtual battlefield," he says, “with lots of different equip- 
ment, all of it linked, every player in communication, a real multiplayer 
virtual world." 

“The fantastic worlds are going to be far more realistic,” says Pat 
Cadigan, “and thus far more persuasive. Our illusions are going to look 
very realistic... and that's going to raise the level of the entire gaming 
experience." 

Gentry Lee speculates about the possibility of a total experience. 
"Your imagination working in concert with the storyteller’s imagination 
and the game designer’s imagination to create something that has 
never existed before. You could have something that’s going to be far 
more real, and far more dangerously real than any reality you've left 
behind." 

The future has a way of surprising us. The boldest of speculators a 
decade ago did not foresee the power and affordability of even low-end 
systems today. And it may well be that even the boldest speculations in 
this piece pale beside the reality that unfolds as the next fifteen years 
pass... 

ENDGAME 

fall, 2011, somewhere in the electroniverse: 

The wave was here. Jackie felt it arrive, subtle nerve-stim letting him 
now the info-flow wave was breaking right now into his system, into him. 
He let the issue flow through him, became one with it, just as he did 
with the games he played. 

It was a great issue and he would hold it livewire for a while. There 
were things to feel again before he archived it. 

A great issue, a great day. He felt his games calling to him again and 
before he yielded to the call Jack allowed himself one wistful thought. 
Sometimes when CGH/ flowed in, he missed Johnny Wilson, gone 
these last few years to follow his call of the ministry. 

Couldn’t fault old JW for that. Jack thought as the games floated 
back to the forefront of his consciousness. Admirable, really. 

Besides... maybe he just got tired ot preaching to the converted. 

Jack... played. 


for the past six years the Editor of OMNI Magazine, Keith ferrell's latest 
novel, Passing Judgment, was published in August by forge. Take a break 
from your favorite game and grab a copy— you'll be glad you did.% 
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The 3D Wave 
Hits The Shores 

Here’s How The Hrst Generation Of 3D Video Cards Reaiiv Stacl<s Up 


BY LOYD CASE 


f you’ve been eagerly anlicipating the wave of 3D graphics 
cards, you’re not alone. Our e-mail coffers have been over- 
flowing with requests for information on the performance 
of the first generation of 3D graphics accelerators. Last 
year, we saw the dominance of 64-bit, 2D graphics cards; 
this year, 3D is king. With that in mind, we split this survey 
into two parts, so we can take a look at the full spectrum 
of 3D offerings hitting the streets. This month, we look at 
the Matrox Mystique, three cards using the S3 ViRGE chip 
(Number Nine’s Reality 332fx, the Hercules Terminator 3D, 
and the Diamond Stealth 3D 2000XL), and the ATI 3DXpression 
PC2TV, as well as two 3D-only add-on cards that use 3Dfx’s Voodoo 
chipset (Diamond’s Monster 3D and Orchid’s Righteous 3D). Oh 
yeah, did I mention we’ll be looking at three 2D cards-the Hercules 
Dynamite/128 Video, VideoLogic Grafixstar 600, and STB Lightspeed 
128-too? (Ho-hum.) 

The prying question is. Does 3D actually deliver? The short answer 
is Yes; you’ll get better image quality, solid DOS performance (in most 
cases), and good Windows performance out of these first-generation 
offerings. But as you’ll see, the 3D performance of some of these cards 
isn't all it’s cracked up to be. That said, let's dive into the numbers. 


with an enhanced version of 
MechWarrior 2. Because of the lack 
of texture filtering,<this version of 
Mech 2 doesn’t look as good as 
ATI’s version, and we didn’t see 
that performance was markedly 
better than the ATI-enhanced 
MechWarrior 2. 

The Mystique is a good 
choice where 2D graphics are 
the main thrust and 3D is only 
a secondary consideration. 

The Mystique’s Winbench 
performance was the best of 
the roundup, and its DOS 


MATROX MYSTIQUE 

Last year, Matrox took the 2D graphics world by storm with the 
highly praised Millennium. It delivered stellar Windows performanoe 
and solid DOS performance and was popular with many gamers. 
Matrox comes back this year with the Mystique, its first 3D accelera- 
tor tuned for the demands of computer games. 

The Mystique is kind of a mixed bag. Its 2D performance 
approaches fhat of its sibling, the Millennium, but its 3D feature set 
is somewhat lacking. According to Microsoft’s 3D Test tool supplied 
with the DirectX 2.0 developer’s kit, the Mystique should be a 3D 
screamer. However, this didn’t turn out to be the case with 
Hellbender, a DirectSD game. We saw frame rates during heavy 
action as low as 4 frames per second (fps), even worse than the 2D 
cards in the roundup. 

On top of that, the Mystique lacks some key 3D image-enhance- 
ment features, such as bilinear filtering (which smoothes out blocky 
textures), alpha blending (for transparency) and fog effects. (For more 
information on 3D jargon, see the August issue.) The Mystique ships 


performance was second only to cards with the ET6000 chip, a 2D- 
only accelerator. 

Installation and documentation were up to Matrox’s usual high 
standards, and we encountered no major installation headaches. The 
Mystique has VESA 2.0 SVGA support built in, avoiding the need for a 
VESA add-on ufility like Scitech’s Display Doctor. Also available is a 
set of daughterboard upgrades, including one for MPEG playback and 
anofher for NTSC video oufput for display on a television set. 

We reviewed Mystique last month, giving it four stars. But upon fur- 
ther review, we’re inclined to revise that rating. Admittedly, perfor- 
mance in one DirectSD title is not a comprehensive indicator, but 
what we saw initially wasn’t very encouraging. 
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HERCULES TERMINATOR 3D 

The Terminator 3D is another S3 ViRGE card, and we checked out 
the 4MB version for this review. Benchmarks were mixed tor the 
Terminator 3D, DOS benchmarks were pretty much on a par with the 
other 4MB ViRGE offering we tested, the Diamond Stealth 3D 2000. 
Winbench 96 scores were the lowest of fhe ViRGE cards, and were 
actually the lowest of this month’s roundup, reflecting a fairly imma- 
ture set of drivers. DirectSD Test results were inconsistent: On one 
hand, the Terminator's fill rate was faster than the other S3 cards’, but 


NUMDER NINE REALITY 332FX 

The Reality 332fx is the first of a frio of cards we looked at based 
on S3’s ViRGE accelerator. At its heart, the ViRGE is basically a 2D 
accelerator-using the same core 
as the S3 Trio64V+-with 3D 
features bolted on. The list of 
features used in the ViRGE is 
impressive, including bilinear 
filtering, MIP mapping, and 
alpha blending. Unlike the 
other two ViRGE cards we 
evaluated, Reality 332fx only 
comes in a 2MB nonupgrad- 
able configuration. 

Of fhe three S3 cards, 
the Reality 332fx turned in 
the slowest performance 
on Direct3D Test, its DOS 
VGA benchmarks were 
also the slowest, includ- 
ing the game 
benchmarks 
we ran. But in 
SVGA tests. 
Number Nine 
held its own. 
Winbench 96 
test scores 
placed it 
smack in the 
middle of the 

pack, however. Interestingly, its performance in Hellbender belied the 
slow DirectSD Test numbers, with a frame rate range of 9 to 19 fps, 
depending on the intensity of the action. 

Like most of these 3D cards, the 332fx ships with some bundled 
titles. Of these, one of the more interesting is a light version of 
Realtimation, a virtual reality modeling-and-simulation package. 
Installation was fairly straightforward, but we encountered bugs in 
the Hawkeye resolution utility, which crashed frequently. However, we 
were able to tweak color depth and resolution settings through the 
normal Display Properties control panel. At a list price of $199, the 
Reality 332fx is not the least expensive nor the fastest card around. 

As such, it’s not a particularly strong value. 


its polygon 
throughput 
didn’t follow 
suit. However, 
the Hellbender 
performance 
seemed a bit 
better than that 
of the other 
two S3 cards, 
topping out at 
25 fps in some 
parts of our 
test. 

Installation of 
the Terminator 3D 
was a breeze, and 
fhe Powerdrive utili- ' 
ties let us tweak all 
graphics parameters 
within a single con- 
trol panel. 

Overall, the 
Terminator 3D turned 
in good DOS perfor- 
mance and reasonably 
good 3D performance. 

We anticipafe fhat 
Windows 20 performance 

will improve with subsequent driver revisions. Given the very aggres- 
sive price of the Terminator 3D, it’s an interesting alternative to some 
of the other cards in the roundup if you’re on a tight budget. Hercules 
offers stellar support and is the only company in our roundup to offer 
a toll-free technical support line. 



DIAMDND STEALTH 3D 2000XL 

Diamond sent us their newiy released dMB versiorr of the Steaith 
3D 2000 lor our roundup. Of the three ViRGE-based cards, the 
Diamond had the hottest Winbench scores, and whiie the 
1024x768x256 color score was only average, the 640x480x65,530 
oolor score was hear the top of the heap. Ih the Direct3D Test, the 
Stealth 3D posted solid scores-near the middle for fill rate but near 
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the top tor polygon throughput. 
It posted pretty much midpack 
scores in our Hellbender test- 
ing, with frame rates ranging 
from 7 to 18 fps. 

The Stealth 3D’s installa- 
tion was straightforward, 
although we did encounter a bug (which 
Diamond acknowledged) in the installation process for DirectX. The 
simple workaround is to use Windows 95’s Explorer to launch 
DirectX’s setup program, instead of the AutoPlay script that runs 
when you insert the CD. The Diamond control panel integrates nicely 
into the Display Propertiest 

Overall, the Stealth 3D 2000 Is another solid offering from 
Diamond: It's a very respectable Windows 2D performer and offers 
decent DOS performance and moderately good 3D at an affordable 
price. 


cc 


ATI 3D EXPRESSION PC2TV 

This new card uses ATI’s Rage II second-generation 3D chip. If lay- 
ers 3D functionality onto the Mach 64 2D graphics accelerator, includ- 
ing bilinear filtering, alpha blending, z-buffering, fog effects and sub- 
pixel accuracy. In addition, this adapter boasts a unique feature: built- 
in NTSC capability. Now you can hook your computer up to your 60- 
inch large screen TV-the Xpression supports up to 800x600 when 

using the NTSC 




be a bit much, but the capability is certainly enticing. Imagine video- 
taping your best gaming sessions... 

Having said that, the performance of the ATI 3D Xpression Is stun- 
ningly average. DOS VGA and SVGA benchmarks were among the 
lowest of the group, although WInbench 96 performance was quite 
good. The DIrectSD scores were pretty good, with a fast fill rate, but 
fairly slow polygon throughput. Hellbender performance was so-so, 
with frame rates ranging from 7 to 15 fps. Unlike some other all- 



the animated sky, adds a dramatic touch of realism to the game. 

Overall, the 3D Xpression PC2TV is a very interesting card, sport- 
ing a solid feature set and moderately good performance. 


HERCULES DYNAIVIITE/128 VIDEO 

Given all the focus on 3D these days, one wonders why anyone 
would come out with a 2D-only accelerator. Some of the most techni- 
cally savvy gamers around hang out in CompuServe's Flight Simu- 
lator Forum (GO FSFORUM). The Hercules Dynamite/128 has gained 
favor among a good number of them, and for good reason. The 
Dynamite/128V is one of three cards we evaluated based on Tseng 
Labs’ 128-bit ET6000 chip-set. No other graphics chip can touch the 



ET6000 for 
screaming DOS 
performance-and 
face it, the majority 
of games today are 
still DOS-based. 

Let’s dispense with 
the 3D argument for a 
moment. The 3D Test 
results for these cards 
are abysmal— so much 
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SO tha( we didn't even bother printing them, since the 2D cards didn’t 
meet our minimum criteria for 3D feature sets. But when we ran 
Hellbender, a Windows 95 DirectSD titie, we saw frame rates ranging 
from 6 to 15 fps-not too shabby for a 2D-only card. 

For DOS games, the Hercules card excelled, edging out the STB 
Lightspeed/128 by a hair. Winbench performance, however, was the 
slowest of the three ET6000 cards at 1024x768x256 color by a wide 
margin, although all three cards were pretty much on par in the 640- 
x-480-x-65,530-color test. If you're still a hard-core DOS gamer for the 
most part, this card is hard to beat. 

VIDEOLOGIC GRAFIXSTAR 600 

Last year, we were pleasantly surprised by the decent performance 
and reasonable price of VideoLogic’s line of graphics boards, and its 
ET6000-based Grafixstar 600 continues this trend. The DOS bench- 
marks were pretty much even with the Hercules Dynamite/128V and 
STB Lightspeed/128. The 1024x768x256-color Winbench score was 
the third highest, though the 640x480x65,530 performance trailed off. 

However, the Grafixstar 600 had two quirks that warrant mention: 
First, frame rate in Duke Nukem 3D was quite a bit slower than the 
other two ET6000-based cards, A more vexing problem was in its 
VESA 2.0 Super VGA implementation. When running Quake at 640-x- 
480 resolution, the entire game took on a distinctly greenish cast, as 
if the green values had been pumped up and the red and blue values 
toned down. Curiously, we didn't observe the "seasick lens" effect in 
Duke Nukem 3D or Electronics Arts’ Advanced Tactical Fighters. Using 
Scitech's Display Doctor (formerly UniVBE) version 5.3, the problem 



disappeared. 

Overall, the 
Grafixstar 600 is a 
decent graphics 
card at a good 
price, but it's over- 
shadowed by its 
competition. 

STB 

LIGHTSPEED 

128 

It's kind of ironic that 
one of the best game 
bundles in this review 
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iMax D3D Test - Polygon Throughput ■ 
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1 Hellbender: Slowest-Fastest (Ips) 
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9-19 

7-18 
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7-15 
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■ These "ffame rales' are reported by Cbench, and though they greatly exceed the monitor's actual telresh rate (60 Hz), they represent the number of 'Irames" that could be computationally generated. 

(1) Grafixstar 600 ran Ouaire in VESA modes wilh a dislinci greenish cash Using UNIVBE 5.3 lixed Ihe problem, 

(2) The S3 ViRGE cards would only run Quake VESA modes with Scitech's displa-y doctor loaded. 
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ships with a 2D card. The Lightspeed 128 comes with Sierra's 
Earthsiege 2 and Silent Thunder (A-10 ii), a iimited edition of Terra 
Nova {the first 10 missions), as weii as a number of game demos from 
Sierra. 

The card itseif performed quite weii, running aii the DOS appiica- 


Lies, Damned Lies, And Benciimai1<s 


A ny test methodoiogy is fraught with possibie perii and 
erroneous resuits. A case in point are some of the toy 
applications that ship with Microsoft's DirectSD devei- 
oper’s kit. We iooked at using two such appiets: Tunnel 
and Twist. Several vendors are already quoting these numbers as 
3D performance indicators, but caveat emptor Unless you know 
which features are enabled or disabled, these frame rate numbers 
are at best suspect. Rather than look at frame rate data from 
these tools, we instead used Direct3D Test, also in Microsoft’s 
Direct 3D kit. It too is far from perfect, but at least gave us a 
rough indication of 3D performance. Ziff-Davis will be developing a 
more comprehensive 3D benchmark, due out sometime next year 
Here's how we tested: First, the system was always the same, 
except for the graphics card. We used a Pentium 166 running on 
a Triton 11 chipset motherboard, with 32MB of EDO DRAM and 
512KB of pipeline burst L2 cache, if the card supported it, the 
refresh rate was always 75Hz. 

We used games wherever possibie as test tools, as weii as 
Winbench 96 and CBENCH, a simple DOS 3D performance metric 
written by Chris Dial. 

Unfortunately, finished DirectSD titles were lacking at press 
time, but we were able to use Microsoft’s new Hellbender, which 
had a simple frame rate counter We ran Hellbender with all 
graphics features cranked up with a 640x480 frame size, Another 
problem: Hellbender is able (via DirectSD) to detect and automati- 
cally enable or disable rendering features to achieve optimal game 
performance, but a DirectSD game m^ not tell you which fea- 
tures are enabled and disabled, even if you set all graphics 
options to the highest level. Bear in mind that using Hellbender as 
our sole DirectSD game-as-performance metric, we got an indica- 
tion of 3D performance, not the final word. That won’t be forth- 
coming until more games-as-tools are finished and shipping. 

In using DirectSD Test, we ran at two different test settings— 
both at 640x480x65,530 colois— representing different perfor- 
mance points. The minimum feature set allows for the highest 
possible frame rate. For the minimum test, the settings were: 

• Flat shading 

• Perepective correction disabled for texture maps 
• Point filtering (rather than the more demanding bilinear filtering). 

Turning on additional rendering features improves individual 
frame image quality, usually at the expense of frame rate. Our 
maximum settings were: 

• Gouraud shading enabled 
• Bilinear filtering enabled 
• Perspective-correction enabled 
We looked at pixel fill rate and polygon throughput data gener- 
ated by DirectSD Test. Pixel fill rate is how fast the card can blast 
pixels onto a surface, and polygon throughput measures how fast 
polygons are generated (rendered). Bear in mind that if you don’t 
know which features are enabled and disabled, these numbers 
become all but meaningless. 

Long story short, the 3D numbers here are initial performance 
indicators, but the full performance story can’t be told until more 
DirectSD titles ship and we see how 3D hardware fares accelerat- 
ing them. Rest assured, we’ll keep you posted. 

-Loyd Case and Dave Salvator 
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In your strategic quest for galactic supremacy, the 
Antarians eagerly await to texact, their yengeance. 
Piayit solitaire. Play it with friends ovfer'iAN. 

Played hot seaif game or via modem. Jiis't' play it^'' . • 

Visit your local retailer or call 24 houra: 1 '800>695'GAME CU<S. a^d Canada). 

^ . /" ,,■ * v”/, ■'*C'ircie'f^eadarS$rvi(ieff2lf' 


wvyw. microprose. pom 
Available on pc CD-ROM 

® 1996 MlproPros^ Sollwate, Inc! MAStEP OF QRIOM and BATTLE AT 
ANTARES are Irademarks and MICROPROSE Is a regislsred Irademark ol 
MicioProse'Soltware, Inc. All olhor trademarks are ttis ptoperlyal Ihelr ' ' 
lespeclivo holders. Call l-800-771-377^ lor IniQrmallon on Game'Ralingi 
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DEDICATED 3D CARDS 

This month, we take a 
look at a pair of dedicated 
3D add-on cards, one each 
from Orchid Technologies and 
Diamond Multimedia. These 
cards require the presence of a 
standard graphics adapter for 
VGA, SVGA and Windows 2D 
chores. Both cards use the 3Dfx 
Voodoo 3D chipset, and both 
come with 2MB of EDO DRAM for 
frame buffer (display memory} and 
2MB of memory for storing textures. 

The 3Dfx-based cards use a pass- 
through cable, so you connect a cable 
from your standard graphics card to the 3Dfx card and attach your 
monitor cable to a second connector on the 3D card. When running 
accelerated 3D titles, the 3Dfx chipset completely takes over and is 
not dependent on the 2D card’s performance. 

The cool thing about these add-on cards is that they’ll even work 
with the more mainstream 3D cards, such as cards using the ViRGE 
and ATI chipsets, taking over the 3D chores when necessary. In fact, 
several system vendors are doing S3/3Dfx or ATI/3Dfx combinations 
for their graphics subsystems. Look for them next month in our 
"Ultimate Game Machine" feature. 

The list of features of the Voodoo chipset is a mile long: bilinear 
filtering, trilinear MIP-mapping, alpha blending, fog effects, accelerat- 
ed light sources. Let's take a look at the two implementations, which 
actually differ more than a first glance might indicate. 3D perfor- 
mance on both was impressive, and as more titles ship that take 
advantage ot Direct3D, these will be the cards to have-if you have 
the bucks. 

(Note that although we had final hardware, neither company had 
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tions we could throw at it with aplomb. Its Windows performance was 
pretty solid as well. 

There's not much else to say about the Lightspeed 128, except that 
it’s a solid card at a good price, with good bundleware. What more do 
you want? 



Licensed trom and developed by Gremlin InteracUve Ltd, 01996 Gfetnlin 
Inleracltve Ltd. AS rigMs reserved. Aekuded is a Irademaili of Interplay 


Pmductkms. All lights reserved, bilerplay is the sole publisher and 
disiriliutec Sanyo is a reg is tered tredemark ot Sony Coipoiatxm. 
Playstation’*' Is a bademark of Sony Computer Entertainment, Inc. 
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1\/Eythical creatures come to life as you battle for control of newly discovered lands in 
the award-winning strategy game Heroes of Might and Magic™. Explore virgin territory and 
capture strategic positions and resources while expanding your influence and establishing 
your dominance. Recruit your heroes, gather your armies, and challenge the other warlords 
for supremacy. Victory is within your reach if you have the brains and the brawn to take it. 



• Over thirty unique combat units 

• Dozens of strategic scenarios 

• Custom "World Builder" included 

in the Win 95 version 

• Exquisite SVGA graphics 
• Intense Computer AI 

• Multiplayer: hot-seat, modem, 

network, direct connect 


SpBctacular web oiler check out 
http://www.nwcomputing.com 


Available at your local software retailer or order direct from New World Computing at 
1-800-251-9664 (818-734-7136 outside the U.S.), or by mail: 

P.O. Box 4302 Hollywood, CA 90078-4302. 


; hew Wuild Coirpuling Inc. lluio 
All lights icscived.Alli 


I Might and Magic Is a liadoniatk of New World Coinpuling Inc. 
tiadeniarks belong to their lespecllve holders. 
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finalized its software bundles, so we'll update you in part 2 of the 
graphics roundup next month.) 

DIAMOND MONSTER 3D 

Diamond's Monster 3D installed easily next to the STB Lightspeed 
128 2D card (it was running in our system at the time), and the sam- 
ple games we saw were testimony to 3Dfx chipset's rendering horse- 
power. Impressive though they are, we're hoping for better overall 
gameplay in future titles. 

The Monster 3D was 
somewhat slower than the 
Orchid's offering in the 
DirectSD test-but that’s not 
saying much. When we ran 
Microsoft's Hellbender, we 
never saw a frame rate number 
less than 25, although the frame 
rate counter was being updated 
so fast it was hard to read at times. 

Suffice it to say that gameplay was 
so smooth that we never saw any 
jerkiness. 

Monster 3D delivers the goods: 

Performance and 
image quality were 
stunning, and the 
price was.. .well, 
get out your wallet 
and be prepared to 
wince. 

ORCHID 
RIGHTEOUS 
3D 

The Orchid Righteous 3D was the top 3D performer of all the 
boards reviewed, edging out the Monster 3D in the DirectSD test met- 
rics. The card was simple to install, though the heavy shielded pass- 
through cable required a bit of effort, but a shielded cable is a plus in 
most modern systems. 

One nice touch with the Righteous 30 was an additional panel 
installed in the Display Properties control panel, which allows you to 
tweak refresh rate and gamma/color balance. 

When we ran Hellbender, we never saw the frame rate counter dip 
below 29 fps, 
although as with 
the Monster 3D 
the counter was 
being updated 
so quickly, it was 
hard to read 
sometimes. The 
frame rate was 
rock solid 
throughout (he 


Righteous 3D 
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test, and playing Hellbender with this 
card was a truly righteous experience, 

AND THE WINNER IS... 

The age of 3D acceleration is final- 
ly upon us, with mainstream acceler- 
ators like the Diamond Stealth 3D 
and the ATI 3D Xpression bringing 
a new level of reality and perfor- 
mance to the standard PC, 

Adding a dedicated board like the 
Righteous 3D can propel 3D 
game performance into orbit. 
Bear in mind, however, that to 
' gain the benefits of 3D accel- 
eration, a game must be written to take 
advantage of the hardware. So don't expect Doom or F15 Strike 
Eagle III to run any faster on these cards. A point to consider: Given 
the aggressive pricing of many of the 4MB boards, you’d do well to 
spend a little extra now tor more 3D performance up the road. 

Rumors of the demise of 2D boards have been greatly exaggerat- 
ed, as the new ET6000-based cards from Hercules, STB and 
VideoLogic attest. These cards offer superior DOS performance, top- 
notch 2D Windows performance, and terrific prices. 


Of the mainstream cards, there aren't any clear winners per se, 
though the Matrox Mystique proved something of a disappoint- 
ment. 

We’d give the nod in performance to the Diamond Stealth 3D 
2000 for its smooth implementation and balanced performance. The 
ATI card would be an interesting choice it DOS VGA performance 
weren't a critical factor. The Hercules Terminator 3D is a tough value 
to beat, with reasonable performance coupled with a very aggressive 
price. 

The best combination, however, would be to meld the 2D perfor- 
mance of a Matrox Mystique, Diamond Stealth or Lightspeed 128 
with the Righteous 3D, Then you'd have the hottest graphics setup 
for gaming around-not to mention one of the priciest-at least for a 
while. 

Next month, we'll be reviewing Creative Labs’ long-anticipated 3D 
Blaster, as well as Rendition-based boards from Intergraph and 
Sierra (yes, Sierra). We’ll also take a look at some cards using 3D 
Labs’ Permedia chipset and some higher-end S3-based cards using 
the ViRGE/VX chipset, and we’ll put the intriguing PowerVR through 
its paces. The age of 3D is upon us, but it’s only in its infancy. 

There are still some teething pains to come as this burgeoning 
technology begins to mature, but this year’s 3D cards, coupled with 
next year's crop of games, will bring us one more step on the road 
to realism.*?; 



the UR Surfei 

In your face, incredibly 
believable 3D effects popping ill 
the screen with images so real; 
you’ll think all hell broke loosel 


The VR Surfer.. .the ovAy wirefesi^pj 


eyewear compatible wl|li your 
TV, yet costs under $iool Gaming^a|1d 
interactive entertainmern^yylth d^th- 
defying visuals put.youmtfie action. 
You can also build yoursyvtn 3D reality. 
Easy plug and play kit ^fijfree software 


77* T}^odu(^g2yi|||'t^pcludes; 

• Lightweight, wireles^-SD eyew^Utilizing liquid 
crystal shuttering te^nplogy 0*^' 

• infrared OR) transmldj^. 

’ 3D demo video 

• CD-ROM with Windo^g^^ application so^are, 
Stereo Kfi'", MUX-lt^Sivi)sp Backdrops’" 

• Descenf" II: Pestim^Q^arizon. 3D PongV, 
and 3D Doodle’" 

• Long Life (1 ,000 hrd 6V ai|te)lne battery 

• PC and TV cables 


Available at local retailers or call toll free 

I -888-VR SURFER 

to order your VR Surfer today, or visit our website at 

http://www.vrex.com 


To order, please give order code * 1 1 C W. 

Major credit card! accepted. Shipping artd handling addltloiul 
(plus sales tax where applicable). 30-day return 1 90-day warranty. 


o VRfx, Inc. All rights reserved. VR Surfer It e trademark of Vftcx. Inc., 
the world leader in 30 stereoscope imaging. Patent pending. 

Descent* //I Oert/na(/on Ouartxon is a trademark of Interplay Preduedens. 
All Ollier trademarks are properties of ttielr respective owners. 



ASSUME THE ROLE DF 

Jack Butcher, and there 

WILL BE A LOT OF PEOPLE 
WHO WANT YOU. ..DEAD. I 


Caught in the cross- 
hairs OF AN ARMY OF 
TERMINATORS, YOU’LL 
HAVE TO FIGHT YOUR WAY 
TO SAFETY DODGING A 
FIRESTORM OF BULLETS 
THROUGH DOZENS OF 
FLOORS AND WINDING 
HALLWAYS OF TERROR. 

A.I. assisted search & destroy. y 


Daunting and realistic motion-captured enemies. 


www.ln5cape.com/assassin2015 
or call us at 1-800-510-1791 for more info 
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Is Your Computer Sound Asleep f 



HERE’S YOUR WAKE-UP CALL. Yamaha WaveForce sound upgrade cards will shock your 
old sound card to life like six cups of double espresso, double caff. 

WaveForce upgrade cards replace the outdated music functions of your sound card. Now 
you get 4MB of wavetable sounds right out of professional Yamaha keyboards. Plus three on- 
board professional digital effects processors. And the control and extra 
features of the Yamaha XG MIDI format. So every nuance of music and 
games are dramatically reproduced. And General MIDI software sounds 
better than ever. 

if you have a sound card with a WaveBiaster"'' connector, choose the 
DB50XG daughter board. Or, if your PC has an 
inM!)® available card slot, fill it with the SW60XG and get better 

sound quality than an audio CD. The SW60XG includes 18-bit digital to analog 
converters (DAC). Compared to the 16-bit sound of audio CDs and the 16-bit DAC of other sound cards, 
the SW60XG doubles and then doubles again the dynamic range. You’ll hear louder louds, softer softs, less 
noise and incomparable performance. 

So get a WaveForce DB50XG or SW60XG and wake up to the way your com- 
puter should sound. WaveForce sound upgrade cards and Yamaha YST multi- THE\%YoURCoMPlJrER 
media speakers are available at your favorite computer retailers. SHOULD Sound. 





YAMAHA 


To receive product literature, call (800) 823-6414 Ext.403 or http://www.yamaha.com. ©1996 Yamaha Corporation ol America, Computer Related Products, 6600 Orangethorpe Avenue, 

Buena Park, CA 90620. All rights reserved. Yamaha, WaveForce and the Yamaha logo are registered trademarks of Yamaha Corporation of America. WaveBiaster is a registered trademark of Creative Labs. 
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Fast, Faster, 
Fastest 

A Performance Report On The Hottest New Processors 



R 


iirc curious about some of the new 
])roccssors out there. Usually, people 
uiKler.stanci the Pentium fairly well, but 
there’s a dearth of infomiation regard- 
ing two alternatives to the Pentium: the 
CjTi.^ 6.\86 and the Pentium Pro. 1 
would go so far as to say there's a lot of 
mythology about them as well. 1 per- 
•sonally prefer to keep my in\-tholog\’ 
cither in novels or computer games, so 
1 set out to test once and for all how the 
new kids on the block, CPU-v\ise. stack 
up against the Pentium. 

But let’s take a moment to reflect. 
Ixss than a year ago, CGWhuilt the 


ultimate gaming rig, which used the 
Pentium 133. . . now the Pentium 133 is 
the entr)’ teve!. By the time you read 
this, the Pentium 75, 90, 100 and 120 
will probably be historical artifacts— a 
staggering amount of change in such a 
short time. Tlie high end of the Intel 
CPU line now is the 200MHz Pentium 
Pro, and the 200MHz Cyiix 6xS6 and 
Pentium are nipping at the Pro’s heels. 

1 took a look at the Pentium 166, the 
C)Tix 6x86 P166+ and die Pentium Pro 
200, running game-oriented bench- 
marks. I didn't have either the Pentium 
200 or Cyrix P200+, but the actual per- 
fomiance difference is probably around 
10 to 15 percent. 

1 wanted the test to be as even as 
possible for the Pentium and CitLx, so 1 
used a motherboard with Intel’s latest 
chipset, the 'IHton 2 (430I-1X, for you 
gearheads.) 'Ihe I’entium Pro was test- 
ed on a P6SNE from Supcrmicro, and 
uses Intel’s second generation Pentium 
Pro chipset, code-named Natoma 


(440k'X). 1 used identical peripherals 
for all the tests. 'Hie graphics card wa.s a 
Vidcologic CrafLxstar 600 graphics 
card, based on Tseng Lab’s new 12S-bit 
E'FbOOO graphics chip. Disk and CD- 
ROM access chores were handled b\' 
an Adaptec 294nUW SCSI controller 
attached to a Plextor 6X CD-ROM and 
a Seagate S'ni055NB ultra SCSI 1GB 
hard di.sk. /Ml test configurations had 
32MBofnonparit)'EDO DRAM, 1 
even went so far as to use the same kev- 
board, mouse and monitor for the sake 
of consistency. 

I ran the Winbench 96 benchmarks 
for CPU and Windows 95 graphics per- 
formance measurements. For DOS 
game performance, I u.sed CBench, a 
DOS VGA and SVGA graphics bench- 
mark written by Chris Dial. In addition. 
I u.sed Qti.AKE, Duke Nukem 3D and 
FAs Ai:)vanc!-;i3 '1 Acric.-\L FiGH-iEtcs 
for rcal-w'orld game perfonnance {all at 
640x480). See the table for my results. 

With the sole exception of DUKE 



Gramiics 

CPU 

CPU 

CBench 

Cbench 

Duke 



Processor 

Winmarit 

Mapk16 

tmvk 32 

VGA 

SVGA 

niohem 30 

Quake 

ATF 

Cyrix 6x86 

36.3 

302 

302 

106.1 fps* 

30.5 fps 

22 fps 

8.9 fps 

21 fps 

Pentium 166 

33.7 

3Z1 

318 

121.6 fps* 

39.0 fps 

30.5 fps 

13.5 fps 

20 fps 

Pentium Pro/ZOO 
(without ^stVid) 

36.0 

357 

542 

146.6 fps^ 

28.9 fps 

21 fps 

17.3 fps 

25.6 fps 

Pentium Pro/ZOO 

N/A 

N/A 

N/A 

190.1 fps* 

43.6 fps 

25 fps 

19.8 fps 

29.8 fps 


(With FastVid) 


’These "frame rates" are reported by CBench, and though they greatly exceed the monitor’s actual refresh rate {60Hz), they repre- 
sent the number of “frames" that could be computationally generated. 


ii There's 
a Pentium 
Pro in your 
future, 
but your 
mileage may 
vary. 
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BLACKJACK 
WITH ATTITUDE 

Why play alone when 
you can play Hoyle’? 
Only Hoyle” offers 
unique spirited oppo- 
nents, three modes of 
play, tournaments, and 
Internet options. Xn 
short, only Hoyle* has 
Blackjack with attitude. 


< ' ' Vlcll yeor local rahiliMV 
call l.«00-T»T-7roy, 
or chock oof our wofa alto of 
litfpi//www.aiorra.c«iB/samaa/hay<e 

for Biofo laforoialiOR. 




ji 0 oOn lbw, Inc., BoUims. WA 98007'. . 

d Siorfo® dficiol iiconjac of Boyle®® ••.ej"; 
of foown & Blgelewf. ' 


>■ 
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NukI'M 3D. the I’cntiuin Pro system 
clearly out])accs flic Pentium 166 and 
the CjTix 6x86. However, to get the 
greatest pcrfomuince boost out of the 
Pentium Pro, you need to download a 
little utility wTitten by John Hinckley 
(no, imt the guy who took a shot at 
President Bnnzo) called FastVid, which 
enables some key features on the 
Pentium Pro that are disabled by 
default. 'Ihese features are— brace 
younself— write posting, banked VGA 
write combining and SVGA linear 
frame buffer write combining. Without 
getting into too many nuts and bolts, 



How Do You Rale? 

Testing systems is a tricky business. 

Even when you think everything is iden- 
tical except for the item you’re testing— 
the graphics card, for example— you 
find that results can change from one 
lest to another. Still, here are some 
hints on testing your own system with 
real applications. 

► ATF: To test ATF frame rates, go into 
the pro mission builder. Create a mis- 
sion with only one plane (youm) and 
have it sitting on a runway. Other air- 
craft or objects will affect frame rate in 
an unpredictable way. Enter the mission. 
Disable the joystick, since it eats into 
CPU performance and the potential 
maximum frame rate. When sitting in 
your cockpit, and the plane is idle, hit 
Ctri-F (press the Control key and the F 
key simultaneously). You will see a 
number representing frame rate in 
frames per second at the bottom of 
your screen. 

► Quake: To test Quake’s frame rate, 
bring up the console window (press the 
~ key) and type TIMEREFRESH. You 
may want to do this past the beginning 
of a level to get the best number. Also, 
try it at different resolutions. 




these features enable the Pentium Pro’s 
Level 1 cache to work more efficieiilK' 
with graphics ouli)ul. 'Hie result is a 
dramatic increase in fgamc graphics 
pcrfoniianec . 

FLOAT LIKE A BUHERFLY... 

Then there’s the matter of floating 
point calculations, those arithmetic oper- 
ations that use noninteger avilhiuelic for 
calculations. Most games ioday u.se inte- 
gers (i.e., whole nuinljcrs) for many cal- 
culations, but more and lunrc graphics- 
intensive 3D games will more than likely 
use floating-point caleulalions for gcomc- 
ti)' setii)). Sonic cunent titles — Qi WKl-: 


► Duke Nukem 3D: Run the Duke 
Nukem 3D setup program and choose 
the resolution you want to lest: turning 
off sound will give you a better frame 
rate number. Save the configuration. At 
the DOS prompt, type "dukeSd /m /II 
/s3". When the spaceship crashes and 
you’re actually in the game, type 
"DNRATE" without moving Duke. You’ll 
see a continually refreshed frame rate 
number at the upper left corner of the 
screen, 

► CBench: Download CBENCH from 
CompuServe's Flight Simulator Forum 
library 13 or from http://www.dfw.net 
/~sdw/chris3d.htmi. CBENCH is a “syn- 
thetic" benchmark, whose only purpose 
in life is to test the performance of your 
graphics system. There are two pro- 
grams, BENCH, which tests VGA perfor- 
mance, and SVGABNCH, which tests 
SVGA performance. 

► Finally, to get WinBench test results, 
you can order a copy of the new 
WinBench 97 (available in mid- 
November) from Ziff-Davis's benchmark 
operation group. Drop them a postcard 
and ask for the Winbench 97 CD-ROM: 

Ziff-Davis Benchmark Operation 

1001 Aviation Parkway. Suite 400 

Morrisville NC 27560 

Attn: Distribution Coordinator 
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The speakers that came with your computer are fine when you’re creating reports and spreadsheets. But when it comes to playing 
games. your speakers don’t cut it. OurACSSS three piece Dolby® Multimedia Surround Sound Speaker System is an integration of 
; , hardware and software that will revolutionize your gaming audio. 

, Satellite drivers fire multidirectional gaming audio for true surround sound. Combined with Dolby circuitry and our 30 watt 
^^libwoofer, you’ll hear game sounds that will twist your head around. And ourACSSS system includes WaveCube"' software adding 
fiyeaydio steering of your game sound and Wavetabie true sound quality technology. Every 
iitbud and clear. 

i^^ounds Intended to amaze your ears. Don’t let your computer speakers get in the way. 

11.1^0(^48^663 Multimidia Division, AhecLansingTechnofogieSflnc.Milford PA 18337;^', 







CHECH OUT W)fllW.BLUEBVTE.COM FOR VOOB MISSION INSTRUCTIONS 
Call 1 -800-933-Byte for further information. 

Blue Byte Software, Inc. / 33 South Roselle Road / Suite 201 / Schaumburg, IL 60193 / Voices (847) 534*7950 / Fax: (847) 534-7951 
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for cxiiiiiple — already do. As it timis out, 
the CjTix 6x86’s floating-point unit (FPLI) 
is slower than the comparable Pentium’s. 

In turn, flic Il'nfium’s FPU hardware is 
slower than the Pentium Pro’s, which 
explains why the Quake numbers var\^ 
greath' from one processor to another, 

/\lso, the Pentium Pro shines in per- 
fonning 32-bit operations— and all Win 
95 titles these da\s are created using 32- 
bit tcchnolog)’ (as opposed to older 
games using i6-bit technology). Al'F is 

Something Klamath This Way Comes... 

jThe next-generation Pentium Pro chip, code-named Klamath, will have 
[some interesting features, The built-in Level 2 (L2) cache will no 
[longer be permanently attached. Instead, there will be a snap-in mod- 
jule that may support cache sizes larger than 512KB. The detachable 
[cache module will run a little slower than the current built-in L2 
[cache, but will run at a faster clock rate and will have a larger Level 1 
[cache. Intel will apparently offer Pentium Pro overdrive upgrades, for 
[existing Pentium Pros, that will run at a higher clock rate and have 
I Intel's MMX instruction set built in. 


a 32-bil game, and hence bcncfils from 
the Pentium Pro, I’he faster clock rate 
doesn’t hurt cither. However, the 
Pentium Pro doesn’t work well with 8- 
and 16-bit operations, which shows up 
in the DukI'; NtiKE.M 3D frame rate 
results. As it turns out, DliKi:; NUKI-IM 
3D uses a lot of 8- and 16-bil opera- 
tions, and the Pentium Pro's perfor- 
mance under DL'KE suffers as a result. 

Initially I was disappointed in the 
performance of the Cyra chip, but 


upon reflection, 1 realized it’s pretty 
much perfomiing at its potential. ’I he 
6x86 P166+ costs less than the Pentium 
166, and the Cyrix chip actually runs at 
133 MHz, not 166 MHz. So is CyTix’s 
6x86 1’166+ a Pentium 166 killer? hbr 
gaming, not really. It dusts the Pentium 
155 for integer performance, but its 
floating point performance doesn’t 
quite stack up. On the other hand, if 
you’re on a tight budget, and you don’t 
see yourself running a lot of floating- 
point-intensive games, then the 6x86 is 
worth considering. But if you're not on 
a tight budget, you’d do well to consid- 
er the Pentium 166, 

Wdiat about tlie Pentium 200? I haven’t 
acKially tested a system using the 
Pentium 200, but initial reports indicate 
that the Pentium 200 runs only about lU 
percent faster than the Pentium 166. 
IntereslingK’, the 200MHz Pentium Pro 
costs less at some outlets than the 
200MMz Pentiums. 


DUKE MAY ROCK 
BUT RAMSES RULES. 



COMING IN NOVEMBER. 


HITPV/WWW.PLAYMATESTOYS.COM 



POWERSLAVE is a liademark of Lobotomy Software. All hghls raserveiL Playnrales Irrteractive EnlertainmenC, Irw. Authorized User. Windows* 95 is a reyisteied trademailiol Mturcerfilt Corporation. Sega. Genesis and Sega Saturn 
is a Ihidemark of Sega Enterprises Ltd. All FUghts Reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. PIE is a tiadeirraiK of Playmates Inteisclive Entertainment. 
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A breakthrough in sound so real, 
your PC will h ave its own groupies. 






creative* 


Systems, the professional audio experts, 
inside your PC, It delivers the mind-bending 
realism of wave-table synthesis-which uses 
actual recordings of real sound effects and 
musical instillments. And it plays up to 32 
notes simultaneously, adding new detail 
and richness to your favorite games 
and software. 

AWE 32 is the first sound card 
that supports 3D Positional Audio'" so you can 
hear those dueling guitars coming at you from 
different places in the room. It also features 
Creative's 3D Stereo Enhancement Technology' 
which makes your whole 
system sound richer and 
more. poweriiil_'.T _~~' " 

to the nei ghboi's.) j ) 

Our downloadable SoundFonb technology lets you 
add new sounds and instruments to your card. Add up to 
28 MB of memoiy to create your own audio libraiy. We 
n included a microphone and software for recording 
music and sound effects. And, of course, the AWE 32 
is fully Plug and Play and works with Windows 95, 
Windows 3. 1 and DOS. So installation is a ■" .t'' ' 
I brainer. 


C/>tcfc oiil our lino line of 
SoiiiiJ /)/<islfr‘ Sprnkers, soU 
Want to stpiinilfly lit your locnl ilealer. 


The crowd keeps growing 
until they have your house surrounded. 

Then the chanting begins. "A-W-E. . .A-W-E. . .A-W-E." 

It seems that Sound Blaster' AWE 32'" PnP is the fii-st 
sound card to develop its own cult following. That's 
because it makes every other sound card seem like a blast 

fiomthepast. |]|gg^gp |]ijj[3g ppp [jggp [ij|,g^ Vou'vG Been Blissing 

puts professional 

soundtechnology ^ ,g| 

Irom E-nui" .. .. 


complete your multimedia 
dream system? Pick up the new 
Blaster CD 'Sx CD-ROM and Sound Blaster Speakers too, 
at your nearest Creative Labs dealer. But take along your 
bodyguard, in case 
the groupies 


get carried 
away. 
Luiuiu.creativelBlis.CDiii 


Q 
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LOYD CASE 



niJte bulion 
-touch silence 
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MOTHERBOARDS AND OTHER RANTS 

Oil lo mv nexL soapbox. Mollicrboarcl technolog)’ is 
atK’ancing, loo— in some \va\s faster lhan CPU technology, 
'llie coi’t’ logic chijml or CPI / support logic are iho.sc com]5()- 
nents on vour computers main si’stcm board that handle all 
the traffic-cop chores for moving data around. Recent!)’, Intel 
has released a new core logic chipset for the Pcnliiini. 'nie.se 
new chips, collccth’cl)’ known as 'Ifiton ! 1. ha\e greatly stream- 
iined data paths. In fact, it’s possible now' to build a molhcr- 
boai’d that exceeds the capabilities of other components in the 
system if the designer isn't careful. 1 had a recent 
experience with one companv w hose motherboard 
wa.sn’t reads for prime time. In truth, all the)’ did w-as 
include a BIOS feature that could really juice up 
memor)’ accesses— except that most peoples nicm- 
on' couldn't handle, creating lockups and other prob- 
lems, 'lb be fair, the company did fix the problem, 
and most 'ifiton II motherboards work quite well. 

On the positive side, Intel also released a new' 
chipset, code-named Natoma, for Pentium Pro s)’.s- 
tems. Natoma-based systems can u.sc EDO DI^\M 
and are much less problematic lhan s)stems using 
the older Orion chip-set. If you decade to roll your 
own upgrade, dcfinitcK’ look for boards using the 
newer chipsets. 

B)’ the way, if you decide lo gel one of the CyrLx 
proce.ssors, check witii Cyrix lo make .sure your 
motherboard is supported. Belter yet, buv a whole 
.sv’stcm. 'llie PDO-r-, the P166-^ and the P200-r chips 
all generate a lot of heat, so a cooling fan is a must. 

Also, the P200-1- has an external clock frequenc)’— 

Ihe speed at w'hich it communicates with thememo- 
r)'bus— of75Mf-l/.. whereas just about all other s)'s- 
lems' memor)’ busses run al 66M1 Iz. Mo.st mother- 
boards can’t handle the faster bus .speed, so make 
sure the board vou get has a memor)’ bus capable of 
ninningat75Ml Iz. 

Einall)’, w’hats in store for the future? Intel's MMX 
technolog)’ w ill show’ up in Pentium processors early 
next year, and MMX could have a significant impact 
on 2D graphics performance and audio. MiVIX w'il! 
also be embedded in the Pentium Pro later in 1997. 

Another interesting dev’clopmcnl. Inlcl's Advanced 
Oaphics Port (AGP) will be a speeiai interface slot 
for graphics cards that w ill take voluminous 3D 
graphics traffic off the PCI bus and promLses 
upw ards of four times the PCI bus’s maximum 
throughput. 

finally, Microsoft .seems lo have di|)pcd a toe in 
the graphics hardware busine.ss, At SICGI^XPI I, the 
annual conference for gra])hics gurus. Microsoft 
announced a reference hardware ]>latform thev’ call 
'i'alisman.specificalK’ tuned lo accelerate 
DirectDraw and DirectsD applications, iN licrosofi 


doesn’t want to get into the actual business of making graphics 
hardware; but instead w'ants 1(3 drive w'hat they hojjc w'ill be a 
standard specification (their.s), and licease the technolog)' to 
hardware vendors. Although Microsoft has strayed into the 
hardware business on occasion (the Window’s Sound System, 
Microsoft Mouse and Sidewinder 3D joystick), 'lalisman 
appears to be much more ambitious. Hie ACP-based 
'lalisman specification is ver)’ aggressive, calling for 75 frames 
per .second running al 1024 x 768 x 24-bil color. More on this 
in next month’s 3D graphics board feature, % 


' ' r* . f 

Down A l i e n: s, Sp /inning 


200 MPH, OR RA H E 


Who Heeds Interruptiohs} 

Cquicksound^ 


Why kill yourself just to pump up the bass or silence your enemies? 
With QuickSound, you’ll never have to sacrifice performance — 
or quit your game — to adjust your PC sound. You get instant 
control of volume, tone, mix, mute and more, with the touch 
of a button. Pure power at your fingertips. Because it's true 
what they say: quitters are losers. 


labtBii 


■QuickMute 


Labtcc Enterprises, Ine. 3801 NE i09(h, Suite J, Vancouver, WA 98862 Visit your retailer 
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TerraNova; Strike 
Force Centauri 

Arcade Style 5066600 
DOS Pentiuin, Sml). M 


Zork Nemesis 

Adventure 5065602 

DOS 4g6S6or MAC 68040, 8mb,M 


Star Trek Deep Space 
Nine: Harbinger 

Adventure 5072606 
D0S486'66. Srnb.M 


The 11th Hour 

Interactive Game 5054309 
D0S 486fW,6nib.M 


Phantasmagoria 

Adventure 5004502 

WIN3.14e6,'66ofMACLCItl.8mb,M 


Give or Get any 4 


''^''Mission Critical 
l^-'OOS 466733, 4mb,M 
Mindscape Complete 
Reference Library 

WIN3.1 366^3, Bmb.M 


Police Quest: SWAT 

iJW/WIN3.1 486/33, Smb, M 


Gen. Reference 5037106 
Medical Raf, 5053207 


Fantasy Gen« 

^5- OOS36Si40.8nib,l 


#>E 



The Pagemaster 

WIN3.1 486 or MAC LCIII,4mb,M 

Woodruff And The Schnibble 

WIN3.1 486,4mb,M 

How Multimedia Computers Work 

VVIN3.1 386/33, 4mb. M 

PTS Official 

Windows '9S Tutorial 

WIN3.1 386/33, 4mb,M 


Adventure 
Strategy Game 
Strategy Game 
Adventure 
Adventure 
Cdmputer Tutor. 


5062500 

5068606 

5067301 

5027008 

5037304 

5Q443C0 


Medical Rel. 
Internet Guide 
Interact. Game 


WIN3,1 486/33 or MAC LCII, 8mb, M 


JAVA Programmer's 
Library 

Internet Guide 5077200 
WIN3,1386,4rab.M 


The Ultimate Doom: 
Thy Fiesh Consumed 

Arcade Style 5044409 
DOS 386/33, 4iiib,W,J,K 


Computer Tutor, 
Strategy Game 
Flight Sim. 
Travel 
Adventure 
Home/Personal 
Literature Coli. 


5043807 

5027404 

5037908 

5D712D4 

SD028D3 

5048301 

5051800 


808 Great Letters 

WIN3.1 386,4mb,M 
Doom II 

DOS 386/33 or MAC LCII, 4mb, M, J. K 


Children's Ed.. 
For ages 4-8 
Children's Ed. 
For ages 3* 
Gen. Reletence 


Arcade Style 
Music Coll. 


5060603 

5053004 

5004700 

5048905 

5056304 

5041702 

5021506 

5079702 


#>l 


.1 486/33 or MAC 68040, 8mb,M 


Arcade Style 5068805 

Children's Ed. 5067400 

Bible Relerence 5031703 

Home/Personal 5051404 

StrategyGame 5043302 

Strategy Game 50D7703 
K 

Adventure 5071501 

HcmefPersonal 5027602 


King's Quest VII: 

The Princelcss Bride 

WlfJ3.1 336/33 or MAC LCIII,4mb,M 


Arcade Style 5024401 


Resume Maker 
Deluxe CD 

WIN3.1 386/33, Bmb, M, P, K 


55- Wiri3.1 386 or MAC LCII, 8mh, M, K 


Trophy Bass Fishing 

WIN3.I 486/66 or MAC LCIIl, Brnb, M 


Sports Illustrated 
Multimedia Almanac 

WIN3.1 386/25 or fMCII,4mb,M 
Mastercook Deluxe 
JF WIN3.1 386/25 or MAC II, 4mb, M 


Sports 5035504 
Home/Personal 5052709 


Home/Personal 
College Prep. 
Sports 

Children's Ed, 
Children's Ed. 
Arcade Style 
Medical Rel. 
Clip Art Library 

1 

Arcade Style 


5050703 

5060702 

5045208 

5052006 

5053301 

5054101 

5044201 

5010301 

5060306 



Compton's Encyclopedia 

Gen. Reference 5046008 
VMM313B6,4rr4),M 


Nick Jr. Math 

Children's Ed. 5072707 
V.1N3 1 486G3 0 hwe 68030 art. M. 4 


Beer Hunter 

WirJ3.1 486 or MAC LCIIl, 4mb,M 
Devoid 
DOS'486/6eorMAC LCII,8mb,M 


Peter Rabbit & Benjamin Bunny 

"WIN3.1 48a’S6,8mh,'' 


Gen. Interest 
Adventure 
Home/Personal 
Children's Ed 


5040803 

5065404 

5049507 

5067103 


Mavis Beacon 
Teaches Typing 4.0 

WIN3.1 386,'33,8mb,M,K 


How To Select CD-ROMs For Your System, I 

Each selection includes the iollowing important information; I] 
minimum s^rstem required, minimum CPU required, minimum j 


McKenzie & Co./ 
Games For Her 

WlfJ3.l 486/50, amb.M 


5052808 


^ DOS 486/66.. 


DOS 486/66, 8mb,M 


Children's Ed. 
For ages 3-G 
Adventure 


5052402 

5031000 

5042304 

5063003 


For faster service, use your credit card and call us toll-free 24 hours a day. 


For aK titles, the rrvhsTiumsystem requirements recommended (imtess I 

oOwtwise iridicated) are: Hardware; SVGA morvlor (256 cotors). sound J 
card, 40mb hard drrve, double speed CD-ROT4 drive. Operating System: I 
DOS 5.0, Windows 3.1, Macmlpsh System 7,0, [} 


1 - 800 - 792-1000 


Dept. 

6DN 


CD-ROM DIRECT 




Spycraft; 

The Great Game 

Adventure 5063201 

DOS 486,'66 or MAC 68030, Smb.M 



Hexen 

Arcade Style 5056403 
DOS <86/33 Of MAC 68040, 8mb,M 



Gabriel Knight: 

The Beast Within 

Adventure 5060405 

WIN3 1 486^53 or MAC 68CWI,B(nb,M 


CD-ROMs 



Plus 1 more at great savings! 

(See details below.) 



Right Sim. 505190 


Arcade Style 5072400 


Berlitz Live Spanish 

Language Tutor 5043401 
WN313E6tfMACOasst,4n«,M 


Flight Unlimited 

Flight Sim. 5070300 

DOS 4a6'K a MAC FIIA066. Sit. M. J K 


Compton’s Complete 
fli^rStreet Guide 
WIN3.1 386, 4mb, M 


Official Guide To 
Netscape Navigator 

WINS 1 486, 4mb or MAC LCll,8mb,M 


« “ '^RoadTrips 
■'',VltB.14S.4(nb.M 


/uMi-^sAreYc 

y?*- 005366 


CompulerTulor. 506190 


Adventure 5056102 


Medical Ref. 5059605 


Children’s Ed. 5045901 
Forages 5-7 

Children’s Ed. 5037502 

Children’s Ed. 5027701 
For ages 4-6 

Children’s Ent. 5072905 



-VHt'N 

Zone Raiders 

Arcade Game 5058904 
D0S 486'50.&iti,J,K 


Ht%1 

The Oregon Trail II 

Arcade Style 5078308 
Wlfni4e6.4iTibotMAC66Ci30.5mti.M 


#) 


Stars Of The Louvre 

WIN3.1 386, 8mb or MAC LC. 4mb, M 


Artist Coll. 5067608 


Nascar Racing 
OOS386'40, 8mb.M,J,K 
'v Quest For Glory Anthology 

'’^00S386,4mb,M 


DOS 48^66 


5^5-’'00S48&'66, 8mb.M 
FX Fighter 
OOS486.'33,4mb.M 


Driving Sim. 5001300 


Arcade Style 5045109 


A whole new way to get the most exciting 
CD-ROMs this holiday season - games, reference, edutainment and more -all 
at great prices! Great to give as gilts. Great to keep for yourself. Just write in the numbers of I 
the 4 CD-ROMs you want for S9.95 each, plus shipping and handling. In exchange, you 
agree to buy 4 more CD-ROMs in the next 2 years, at our regular prices (currently as low as j 
$29.95, plus shipping and handling) - and you may cancel membership at any lime after 
doing so. What’s more, you can get one more CD-ROM right now (or the low price of 
$1 9.95 and have less to buy later (see complete details in coupon). 

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 times a year) 
reviewing our Featured Selection - plus scores of alternate choices, including many lower 
priced CD-ROMs. And you may also receive Special Selection mailings up to four times a 
year. (That's up to 1 7 buying opportunities a year!) 

Buy only what you want! If you want the Featured Selection, do nothing -it will be 
sent automatically. If you’d prefer an alternative selection, or none at all, just mail the response 
card always provided by the date specified. You’ll always have 1 4 days to decide; if not, you 
may return the selection at our expense. 

Money-Saving Bonus Plan. If you continue your membership after 

fulfilling your obligation, you’ll be eligible for our generous bonus plan. It enables you to enjoy 

great savings on the CD-ROMs you want - for as long as you decide to remain a member! 

1 0-Day Risk-Free Trial. We’ll send details of how Columbia House CD-ROM Direct 
works along with your introductory package. If you’re not satisfied, return everything within 1 0 
days at our expense (or a full refund and no further obligation. 

Act now, membership in CD-ROM Direct may be limited. 


Columbia House CD-ROM Direct Bbomfng?o^^lhf47404^-T4'9^ 

Yes, please enroll me under the lerms outlined in this advertisement. As a member, I need buy lust 
4 more CD-ROMs al your regular prices wilhin the next 2 years. 

Send my CD-ROM selections for; (check one only) DpC(!) DMacmtosh (3) 

Send me these 4 CD-ROMs tor just $9.95 each plus 51.75 each shippmg/handiing (total $46.80). 


Buy your first selection now and have less to buy later! 

d Also send my first sefeclion lor $19.95 plus $1,75 shipping/handling which I’m adding tomyS46.80 
payment (total $68 50). I then need to buy only 3 more (instead of 4) in 2 years. |# 


Please check how paying: Q My check is enclosed. (EQR/EVP) 

D Charge my introductory CD-ROMs and future CD-ROM Direct purchases to; (EOS/EW2) 
D MasterCard O Dinars Club C AMEX D VISA O Discover 

(•‘r.-mni t;umhei E«p. Oato Signaiute 

My main CD-ROM Interest Is: (check one) (Noto vou ate always itee locnoose from anycaiegoty) 

D Entertainment LI Education Q Edulammenl CD Productivity 


Cily_ 


, Siate_ 


- Zip_ 


ImporlantI Did you remember to choose PC or Mac? Will your selections run on your system? 

Note: Columbia House reserves the right to request additional information, to limit membership or reject any 
application, or to cancel any membershij). Olfor limited to ro.sidenls of the contiguous United States. Residents ol 
Alaska, Hawaii, Puerto Rico, U.S, territories, APO and FPO addresses please wnie for separate offer. 

ApplicabiB sales lax added to all orders. F96-CDR-11G |iQOl 01996 The Columbia House Company 
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REVIEW • K2 INTERACTIVE VERBAL COHMANDER 


Ybu Talkin’ To Me? 


Voice Recognition Hnaiiy Starts To Come of Age 


Price: S129,95 
Vendor: K2 Interactive 
(888) PLAY-K2I 
http://www.k2i.com 
Reader Service d: 326 


by Dave Salvator 

K 2's Intcmctivcs Vcrbiil 

Commander is llic lalc.sl 
speech recognition piodiicl 
de,signeci for games. While 
not [jcrfect, Verijal 
Commander (V^C) docs a 
good job of letting you driw 
DOS games w ilh voice com- 
mands rather tlian kcvslroke.s. 

VC isn’t Plug-and-Play, but it’s easy to 
install .since it rec|uire,s only one I/O 
addrc.ss (set with jumpers). Its DOS- 
based Verbal Commander ntilils' ships 
with about 20 preconfigured command 
profiles for popular game titles. 

VC is a “trainable \oice-rceognition 
sj’stem." meaning that \ ou have to 
“teach” il commands, which it can then 


recognize during gaineplav. VC also ships 
wil!i a headset lliat uses noise-cancella- 
tion lo help improse llie recognition rate. 

We confignied \^C to pla\' Ql.’/VKl't, 
DUKl'tNiiKl'tM fDand l''J'’2()0(), andFor 
all llirec lilies its hil rale on v oice com- 
mands was prclb’ good, even with the 


^APPEAL: For action and flight sim 
gamers who pine for an extra set of 
hands to man the controls. 
kPROS: Easy installation; straightfor- 
ward configuration utility; pretty good 
hit rate. 

►CONS: No 
native Windows 95 
support yet; annoy- 
ing reboot back to 
Windows 95 from 
DOS batch file. 




games’ background noise. VC was some- 
times intolerant of deviation from the 
original command sound, forcing the 
.sjreaker lo repe.il a command several 
times before il would re.spond. But the hil 
rate was high enough in lilies like E!'2(K)() 
to make flung the plane easier and more 
fun. Plus, VC is programmable, so vou 
can configiDC games anuvay v'ou want. 

K2 currentlv' has a Windows 95 device 
driv er and front end iti the works: it's due 
out late this year. Over and out. 


REVIEW • QUICKSHOT SOUND FORCE SPEAKERS 


Sound Deal 


QuikShot Speakers Let You Crank It Up For Less 


by Dave Salvator 


lime levels with the volume control at 



Price: Sound Force 660. 
S69; Sound Force 800, 
S149 

Vendor: QuikShot. Inc. 
Milpitas, CA 
(408) 263-4163 
http://www.quikshot.com 
Reader Service d: 327 


W hat good are a game’s 
killer sound effects and 
sound track if tliey'rc 
piaved through a pair 
of Dixie-cup speakers? 
Asamlc, with speakers 
you do gel w hat you 
pay for. QuikShot has 
introduced its Sound h’orce line of.s])eak- 
ers, whici i deliver impre.ssivc sound c|i lali- 
ty at good prices. Wc listened lo two mod- 
els and wc liked what wc heard. 

'lire Sound Force 660 is a Ivvrr-speaker 
.system vvitli no subwoofer (actuallv, what's 
often referred lo as a “subvv oofer" is rcallv 
a woofer). Despite the lack of a .separate 
woofer, the 660 delivers good bass 
rcsironse and more-than-adequate vol- 


about 50 percent. Other controls consist 
of bas.s/treble, power, and a 1/S-inch head- 
phone jack that mutes the speakers when 
headphones are used. Gaming audio in 
Ql iVKt: and I^F2(100 .sounded clean and 
well defined, w ith solid response from low 

►APPEAL: If you’ve had a hanker- 
ing for better sound from your system, 
these babies could be the ticket. 

PROS: Impressive sound quality at 
a good price. The 800’s powerful amp 
and woofer will 
drive away pests. 

►CONS: You won’t 
confuse them with 
Bang & Olufson 
speakers, but what 
do you want for 
less than S2D0? 
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to high frequencies. .Audio CD music 
also sounded clean, cv en at louder vol- 
ume lev cLs, and the freciuency response 
didn’t, suffer at lower volume. 

'Hie Sound Force 801) fealure,s a 6 1/2- 
inch woofer with satellites, each of which 
is et|uipped with a 5-inch full-range driv'cr. 
/Again, qualily was generally good, though 
.some vocal music .sounded a bit muddy, 
d'hc HOO’s amplifier rating— 240 w'alls 
ov erall— is four times lhal of the 66()'s, 
and it makes for louder v'olumc levels .sans 
di.stortion, and beefier bass response with 
ihe dedicated woofer. 

Both .speaker systems deliver good 
audio for the price, though the nod would 
have to go the 660, w hich at 570 w ill 
greatly enhance any rig’s ailing audio sys- 
tem. Abur ears will sec ihe difference. % 
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WICKEDLY FAST 



From now on your Windows 95 applications will explode 
onto your screen at over 44 million Winmarks., You’ll play 
back TV quality MPEG and AVI video clips at 
30 frames per second. And get the world’s fastest DOS 
game acceleration. 


Enter an exciting new world of video applications. Matrox s 
high quality Rainbow Runner upgrade modules redefine 
video on the PC. Send video over the internet, play PC 
games on your big sceen TV, decode MPEG video in 
hardware, watch TV on the PC and a whole tot more! 
Explore all the possibilities - at an incredible low price. 


Satisfy your desire for the fastest, most complete 3D 
entertainment and multimedia graphics accelerator. 
Discover the plug and play world of Manm 
Starting at only $179 (ESP 2 MB, PCI bus) 


From the people who brought you Matrox 
Millennium, the world’s favorite graphics 
accelerator, comes the next wave of graphics 
innovation for your home PC. 

Matixtx Mystique’s state-of-the-art technology 
combines the new MGA-1064SG 64'bit graphics 
chip, advanced PCI design and powerful SGRAM 
memory for mind altering performance. 

Experience today’s 3D gan 
30+ frames per second at 
and color depths with 
lightning fast 3D texture mapping engine. At last you get 
amazing game performance at up to twice the speed of 
the competition’s 3D decelerators. 


mclIfOK 

1 -800-362-9349 http://www.inatrox.cofTi/mga 

Matrox Graphics inc.1025 Si. Ilouis Blvd.UoivDl, Qiiulii'c. Canadu, H9P 2T4 Tul: fiU-OtiO G3Z0 
Fax: 514-969 6363 In Quebec, call: 514-969-6330 
*Ri?lail version only 
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Our IMew Righteous 
Accelerate IVIore 1 






Introducing Righteous 3D. Whether You're Into Serious 
Flight Sims Or Hardcore Mutant-Blasting, There's Nothing In The 
Galaxy That Can Pump More 3D Reality Into Your Games. 

That's because Righteous 3D has 
some of the most advanced features 
ever designed into a 3D accelerator. 
Like real-time interactive rendering, 
dual 64-bit memory architecture, 

Dcscenril; Dcslhiatian Qiiamoti 3D Descent""!!; Destination Qiiartzon 3D 

Without Righteous 3D With Righteous 3D advauccd filtering and anti-aliasing, 

built-in transparent and translucent effects and Windows’* 95 Direct3D’“ support, to name a few. 

But all this rocket science is just technobabble if it can't make your games more fun. 
Which is exactly what Righteous 3D does. You not only get eye-popping visual effects— smooth 
textured images and outrageous atmospherics— you get full speed 
interactivity. Something no mere graphics board can deliver. 

In fact. Righteous 3D is the first accelerator of its kind that 
can render complex 3D images at full-motion frame rates. 

And much higher heart rates. 

No more pixels. No more herky-jerky 

X stick figures, Just sharp, clear images that move like nothing you've 
.. ' ever seen on a monitor, Which can make good games great. 

' And great games truly awesome. 

So get a grip on reality. Visit your computer retailer or 
our website at www.orchid.com, or call us for more 
information at 1-800-806-9142. And see what 
a little adrenaline can do for your system. ORCHID 

A Micronics Com|xn^ 
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entvi/ine vourself in 
darkest desire... 



p li 0 n [ 0 s m 0 0 0 r i a™ 2 



The neiiiesT CD-RON nightmare from the masters of horror. 


Visit www.slerra.com, see your local dealer or call 1.800.757.7707. 



SIERRA' 


© Sierra On-line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. 

U.S. Patent Nos. 5,430,835 and 5,377,977. Other U.S. and foreign patents pending. 

All rights reserved. 
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SCORPIA • ADVENTURE/RPG 


Life With The 
Ahhy Noimais 

Normality Offers Up Goofy, Lightweight Ihn With An Edge 



T 


here isn’t much 
that’s iionnal 
about Noii- 
M/\LriY, a craw lit- 
tle acKenture 
from Gremlin 
lnleracii\'c and 
Inteq^lay Pmdiic- 
tions. Set in an 
unspecified 
future in thccityof Neutropolis, il follosw 
the zany antics of Kent, an unkeni])! 
teenage malcontent wIkj just wants to he 
left alone to do his own thing. Nalurally, 
that’s nut about to happen. 

Neutropolis isn’t going to get on any- 
one’s most-li\’ab!e-cities list. A [jcnnanent 
cloud of smog hangs over the cit)', obscur- 
iirg sun and sk)'. Nomi lro()[>ers arc cs'ciy- 
w hcrc, read)' to enforce the “Stay Nonnal" 
motto of leader ftul, one way or another, 
w hich usually means a stretch in the 
feared Blue Peas for the nonconfonnisl. 

Kent is vety much a nonconfonnist, 


The Crystal Ball foresees many new 
I games set in TSR's AD&D universe. 

I Sierra Online now has the license 
to the Birthright world, and is work- 
j ing on its first title, The Gorgon’s 
I Allliance, as well as on a Birthright 
I online game. As the Crystal Ball fore- 
Itold in September; Interplay has the 
I Forgotten Realms and Planescape 
I licenses. 

I Take 2 has the Ravenloft and Steel 
& Bone licenses. Its first Ravenloft 



VOODOO THAT VOODOO NoRiiWLiTY features, among other things, one of the oddest 
PDAs to grace an adventure game. Click on the doll's eyes to examine an object, click 
on his mouth to talk, and open his chest to open an object. 


and, as the game .starts, has just been 
released fn)m a visit to the Pens, \\1iile 
doing time, he received a mvsterious note 
from an unknown person. Following up 

I game, Iron & Blood, will be published 
i by Acclaim Entertainment, 
i Finally, SSI now only has the rights 
I to finish its Dark Sun Online; it does 
; not have the rights to the rest of the 
I Dark Sun world, which are up for 
I grabs. SSI does have the license for 
i the Rod of Seven Parts adventure, 

I and is planning a game for a 1997 
; release. 


on that, it isn’t long before he becomes 
involved with an underground move- 
ment, of .sorts. “Of sorts,” because as 
rebels, these folks are on the ineffectual 
side. 'ITiey hide out in a dumpster, have 
no particular plan to follow, and aren’t 
reallv’ working in anv- effective way to over- 
throw the current government. 

Kent’s arrival on the scene changes all 
that. Not that he’s welcomed with o]Den 
amis, mind ) Ou. Before he can join up, 
he has to prove himself, ^bu get the 
impression that Heather, nominal leader 
of the group, hands him the assignment 
more to get rid of this stranger rather than 
as a real test. 

Of course, vv hen Kent is successful. 




Only in 
Normality can 
one make 
coffee from 
scummy 
water and 
white paint, 
and only in 
Normality 
would 
someone 
drink it. 
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Price: $49.95 
System Requirements: 
iBM-compatible 4860X2 
66MHz, MS-DOS 5.0, 
SMB RAM, 20M8 bard 
drive space, or better, 2x 
CD-ROM, Microsoft- 
compatible mouse, VGA 
or SVGA with correct 
VESA drivers. Supports 
Sound Blaster, Microsoft 
Sound System, Ensoniq 
SoundScape. 
§ of Players: 1 
Protection: None (CD 
must be in drive) 
Designers: Gremlin 
Interactive Ltd. 
Publisher: Interplay 
Productions 
Irvine, CA 
(714) 553-6655 
Reader Service d: 328 



that allilude cliange,s a hit, and suddenly 
our hero becomes the “man of all work” 
for the rebels. In fact, he ends up doing 
just about evcr\lhing for them, while thev 
continue to hang out in the dumpster, 
much as before. I giiass old habits die 
hard. Ileh. 

DUMB AND DUMBER 

Wliile the background sounds grim, 
and there is a .serious undercurrent, this i.s 
a coined)^ and its all pla\ ed for laughs. 
T!ic 3D graphics lan e a certain cartoony 
aspect to them, ever) one (escept Kent) is 
about as .shat]) as a butter knife, and .some 


of Ihe ]Hizzles have improbable solulion.s. 
Onl\' in NoilMAIJ’lV can one make a cup 
of coffee from scun in ly water and white 
|)aiut— and only in Normali iv would 
someone drink it. 

'Ihc intcifaee. like many these da 5 ’.s, is a 
simple affair. Wlicn the cursor is over a 
hot .spot you can trv’ one of lliree basic 
command.s: livamine, U.sc, or Pick Up. 
'lliis can be done from the ke\ board bv 
hitting the appropriate letter, or by using 
the game’s “voodoo doll,” which apjiears 
n hen you pre.ss the right mouse button 
while the cursor is o\ er a hot .spot, dills 
doll is a caricature of Kent, and clicking 


various part.s of the bod\' performs differ- 
ent actions. One hand picks items up; the 
other hand uses them, d he e)'cs look at 
something, while ihe chest is used to 
open doors or other objects. 

Moving around locations can be done 
using cursor keys or mouse; I found that 
the keyboard was generally easier. ' I he 
view is mostly firsl-penson 3D, although 
there are many cut .scenes and automated 
sequences where Kent appears on screen. 
Usual!)' these happen when Kent per- 
forms an action that is especially impor- 
tant, or especially bizarre. It’s also possible 
lo look U|D or down by using the Page Up 
and Page Down kc)',s. 

Mos'cmcnt lietwcen locations is 
accom)Dlishcd b\' using a ma[). Places 
Kent can visit light up as the cursor 
touches them; clicking the mouse takes 
him there. Some areas are available 
thoughout the game, while others arc 
reachable only once. Kent has lo learn 
about, or be sent to, most locations to get 
there. 

Conversations begin when \'ou click 
on a [lerson. Occasionall)’, the com'crsa- 
tion will be automatic beriveen Kent and 
the other person, but most of the time, 
vou have several topics to choose from. 

I Ia]i|iil)', Noilj\t/\LI'iV allows for text 
only, speech onl), or bolli .speech and text. 
Since few sound cards arc supported— 
the Gravis is fortunalely one of tliem — 
having an all-text option brings the game 




NORMALITY TIPS: Having trouble gain- 
ing entry to the TV station? it’s obvious 
that the security guard has an aversion 
to rats, but scaring him with the rubber 
rat from the mail is not good enough, if 
you think back to the beginning of the 
game, you should recall that there’s a 
real rat trapped in your washing machine 
at home. To open the machine, you're 
going to need to smash the door with a 
heavy (frozen) object. 

► Painting the waffle sculpture yellow, as 
Heather asks you to do, is no easy task. 
The first thing to do is to find the extin- 


guisher and fill it with 
the yellow paint in the 
barrel fay the river. 

Does the Norm confis- 
cate the extinguisher 
when you try to go 
back? Don't worry— 
it’s all part of the plan. 

Just find a way to get 
the Norm to use the 
extinguisher on the 
statue himself. If there was just some 
way to set it on fire... 

► At the Ordinary Outpost, you don't 
need to destroy the evidence against 
you, but it changes the game if you do. 
if you decide to do it, you need to fix 


the grinder by finding and then attaching 
two cogs to it. Grab the ladder on the 
way out to the haulage container— you’ll 
need it to find the smaller cog. Once 
you’ve fixed the grinder, throw in every 
piece of evidence to destroy it. 
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Kniglits Templar. 

‘^'.dMedvef a secret 
to, toOTWdl, 


“With its lush, 
animation, Circle 
resembles the classic 
game Dragon's Lair. 
seems this time the game 
will play as good as it looks." 

- CO-ROM TODAY 

High resolution animations hand 
drawn with painstaking detail by 
Don Biuth Studios alumni 
(All Dogs Go To Heaven and An 
American Tail) 


American George Stobbart happens into 
a Parisian cafe one afternoon because he 
wants a cup of coffee. But after a clown 
delivers a plastic explosive that blows tbe place to smithereens, 
II— M Ml George Stobbart wants are 


some answers. 


Features a cinematic musical score 
from the talents of soundtrack 
producer Barrington Phelong 
(Truly, Madly Deeply and 
Nostradamus) 


Available for Windows* 95/DOS 
CD-ROM and MAC CD-ROM 


Circle Reader Service #117 


Buried deep beneath the bodies 
and the rubble of that explosion 
lies a fourteenth century medievai 
order called The Knights Templar. 
Only you can unlock the secret 
of this intriguing historical 
adventure and stop the vicious 
conspiracy that threatens to 
reshape the world. 






Fast oction ond stunning realism - 
that's the promise of new 3D games and 
edutainment software. But if your Super 
Star Fighter jerks along instead of zoom- 
ing and your "terrifying" monsters ore 
giaringly pixeiated - face it. You're not 
having much fun. 

Don't lust ploy it...Uve it! 

With a Reactor 3D graphics accelerator on 
your PC, expect o whole new interactive 
experience! 

Plus IndyCor II 'and HellBender'"FREE! 

Wont to know more? Call 800-763-0242 or reach us on the Internet at littp://v«ww.mtergraph.coni/ics/reactor. 


IndyCar with SVGA Grophics IndyCar with Reactor Graphics 

Notice the jagged lines ond edges and the Hot, dull colors. Where's Now you're racing! See the detail on next cor. Watch those rearview 
the crowd? What are those blocky things in the background? Are mirrors - that's real 3D! Notice the crowd in the stands and the 
you reolly into this race? mountains in the background. And how oboul that sky! 
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w'illlin reach of more people. On the 
other hand. Inn ing .soiiiicl i.s important, 
.since it is the soiee of Kent (pla\ ecl hy 
Corey Feldman) tlial carries much of 
the game. Seeing the words alone on 
.screen just isn't the .same as hearing 
liiem, 

Sa\ c ])ositions are generenis; son can 
have up to 99 of them, as well as over- 
write earlier .saves. Saving and restoring 
can be done most of the lime; there are 
a few instances, .such as during conver- 
.sations, when this option isn’t available. 

RIDDLE ME THIS 

Cencraih; the [)uz/les arc not, for the 
nio.st part, all that difficult. Manv times, 
what to do in a situalion is olnioiis; it is 
having the right item or items on hand 
lliat can he trouble. Miss something 
.somewhere, and yon could be .stuck for 
i|uitc awhile on what is othemise an 
easy problem. 'Iliat happened to me in 
the Mall to\' store. 1 ran the cursor over 
the tool wall; three items were 
“dead" spots, and I didn’t touch 
ihe fourth one. Of course, lliat 
was the important item. 

if \x)u do get stuck, the hack 
of the manual has .sonic hints 
and obscure clues to .solving 
many of the pu/y.le.s. It's fairl)’ 
detailed on gelling you started 
(out of the apartment); afler 
lliat, the hints arc nol (|iiite so 
generous, bul enough in many 
cases tospurvouon. 

NoitM.\i,riV is also a. short 
game. Major locations are few, 
and there is much running 
hack and forth helweeii ihein. 
Sequences lend to altcrnale helween 
complex and simple. Painling the waffle 
sculpture at the M I N’ I' Mall is a compli- 
cated mancmer, while plasing the \idco 
at the TV station is straightforward. 

1 .ikewise, re,scuing Saul is an im olvcd 
matter, whereas the re,scue of Dai 
Vanderlip is alnio.sl a irifle. 

The two main irritations i had with 
N(iK\l'\LriVwere the inconsistent inter- 
face and the loading times. Supposedly, 
son can use keyboard commands for 
cvcrvthing in the game, hut that isn’t 


SCORPIA 


fnie. I first ran into lliLs problem w'hilc 
Irving lo de.siro)' evidence in the 
Research 1 ah, 

Afler fixing the grinder, I simply 
couldn’t do anvihingvvilh the items 
needing destniction. Kent would .say "1 
don’l want it" or AMuit would I do will) 
il?" when I tried to pick U|)oruse the 
ohjccts, This nearly drove me era/y until, 
in (iespenilioii, I tried ihe voodoo doll 
inelhod. and then cv crvthing went well. 

' I here were a few other .similar instances 
later in the game, where the keyhoaal 
didn’t work but the doll did, I am siir- 
prLsed lluil .something like this escaped 
the aiteniioii of the piavtcsters, 

T he other annoyance was the slow 
loading lime of new area.s. When Kent 
travels between locatioas, sa)’ trom the 
Plush-Rest Factorv'to the MINT Mall, 
you .see him either looking at a watch or 
jogging through a blue sjiiral while ihe 
new area loads in. There's nothing you 
can do here hut w ait, and the wail is a 



long one, 'I here were times I was rcTiie- 
tanl to (rav'cl because of this, espceiallv 
when I knevvitwns just to nin some- 
where, pick up a single item and then 
come back. 

Overall, though. N()io.L\i.riV isn't had. 
It has some genuine humor in it, and 
can he a good change of ])ace if you’ve 
been pla)'ing .something heavy (like Ti it ', 
P\NiX)K\ DiiU'Xrt'tv !•;) lately. While the 
game is not likelv to keep veter.in adven- 
turers occupied for veiy long, anvone 
looking for light material and a i|uick 
[)lay will jirohahly find il liere.*b 





Would It be 
uncouth to 
applaud myself? 


CASEVO GAMES 
WITH ATTITUDE 

There's no casino like 
Hoyle' Casino. Seven 
animated opponents 
keep the games lively. 
Slot machines, video 
poker and seven more 
casino favorites keep 
the thrilling action 
going. Place all bets on 
Hoyle- Casino. 

HOYLE 


VUIl your loco) ratafler, 

coll l.e00-7S7-77O7, 
or <h*«k o«r web *it« 
tHt|it//iiirww.«l«mi.cum/gone*/hayie 
for wore Infomietioe. 

All rlgliti ’i |wiJ i i 6 it/ tagotffool litemoe 
a dlvaror of Btwn & Inc. 
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Opening 

Pandora’s Boxes 

Need A Hint? Scorpia Takes A Walk Through The Pandora Directive 


T his month, wctiikcii tri|) 
thruiigirilic Pandora 
Diitoiivo. and as there’s a lot 
to co\'er, we'll gel right to it 
/\s yon pn>l)al)ly know, 
P/\N'tX)K\ has seven ])ossihle 
endings. Wirich one j’oii get 
depends for the most part 
on how 'lex reacts to pco])le, 
what deals he aceeplsor 
refuses, and how he handles his relation- 
ship with Chelsee. 'Ihis is entirely up to 
the player, so I’m nrrl saving inneh ahont 
that, especially as the game path has little 
effect on the puzzles, I will mention one 
milestone along the wa}’: lf _\on fake 
Chelsee to the I'lamingo, \ on’rc not on 
Mission Street. 


DAY ONE 

'lliis is get-acquainted-with-the- 
ncighborhood day. Mostly yon hit the 
stores around the block, finding out 
e.vietly how mucli ’le.x ow'es cveiyone. 
Paying up is a smart idea, but it’s best to 
leave Nilo at the Rilz for last, as that gets 
yon into a certain apartment and ends 
the daw 

DAY TWO 

Rccosering from the traditional “PI 
gets conked on the head” roiitiiie, you 
have the chance to search Malloy's apart- 
ment. 'lake )Tntr time, look everjxvhere, 
and be sure to cximineall yon find. 'lliis 
gives you more things to ask about around 
tlic neighborhood. With (he right 
approaches, Tex ends np with a couple of 
keys. One opens (he warehouse; the other 
gets you into the l'’iainingo, briefly. 

'flien it’s off to the cabin in the womls, 
where matters look rather oniinons. 

Before yon can open the locked dcKir, 



j ou’ll ha\'c to go back to'lex’s apartment 
and solve the (simple) color ]xi/xle 
on the CD and return. 

lliedav ends at file 
Hamingo; wiictherTex 
is there with Chelsee or not, 
cs’cntnaliy he .slips upstairs 
for a chat with Pmily, 

DAY THREE 

A bus)' one, Mrst, you 
have to reconstaict the 
tom note (pretty sim- 
ple, this one). Wlio 
would know- best 
alxiut stalkers and 
killers? f^gbt, go 
have a chat with 
him.'llien 
another round 
of the streets 
is in order, 
after w'hich 
)'0U should have no 
trouble getting in touch 
with Lucia Peniell and 
setting u[> a \'cr}’ infor- 
inatisc meeting. 

Ha\ e w'e been to the 
roofoftheFunhonse 
\'ct? No? (Did )ou 
remember to ask for 
the key?) let's go take 
a look..,after getting 
past the cop lock, that 
is. The first |)air is a one-to- 
one relationship; the rest can be 
found with .some trial and enor. 

Someone sure 
was carele.ss, 
leaving his 
jacket np here. 

Especially with 


some stuff in it. '\bu1l need to take a clo.scr 
look at the (restored) photo to find 
out where that place is. Von’ll also 
probablvwant to checkout the 
BAfCs most recent victim; ask 
tire most likely person, and be 
sure to look around the room 
very carefully 

Now yon get to break 
into (he offices of a 
hush-hush federal 
agency (a Pi's work is 
never done), lurst, 
you have to gel the 
clipboard from the 
receptionist’s desk 
(good thing no one is 
around, eh?). F-verv'thing 
V'ou need is close at hand; 
pay special attention to the 
blinds and table. 

1 .surest .saving right 
after you pas.s (hrough (he 
locked door if you’re in 
Came Player mode. 
Tliere’s a guard (o be 
dealt with, which is best 
done by high- 
tailing it down the left 
' corridor to the storage 
^ room (and close the 
^ door behind you!). 
I'rom this v'antage 
point, it shouldn’t 
take you long to 
figure out 
how to give 
Iheguaid 
the slip 
(in more 


vvn>’s 
than 

one). Tlicn you can snoop 
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Spiral into the subterranean 
TOMB OF QlN Shi Huanghdi. 


Discover the wonder and mys- 
tery OF China’s most ruthless 
EMPEROR. 


Light torches. Illuminate pas- 
sages. Enlighten your mind. 


Explore five photo-realistic 
REALMS OF PERILOUS BEAUTY AND 
SPLENDOR. 


Incredibly beautiful, high res- 
olution, 3-D RENDERED GRAPHIC 
ADVENTURE GAME. 


Enter the epic adventure game where the 


ULTIMATE WEAPON IS. ..YOUR MIND 


IN STORES NOW 


Solve puzzles and avoid traps 
AS you find your way toward 
MULTIPLE GAME ENDINGS. 


Compass guided navigation 
WITH pull-down realm MAPS TO 
guide you THROUGH THE TOMB. 


Music score recorded on 
AUTHENTIC PERIOD CHINESE 
INSTRUMENTS CREATES A FULL 
STEREO SOUNDSCAPE. 


Do YOU POSSESS THE WISDOM TO 
UNEARTH THE TOMB’S SECRET? 
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around a certain office, being .sure to over- 
look the bookc;i.sc, among other things. 

Wlicw! ^i)u made it out alive, ' I here’s 
one person to lalk to (vet)' important), 
then you can head to lire water tower, and 
watch as tlic IkAKgets reads’ for another 
victim. Uh oh! Will Kmilysiirsive? Maybe, 
maybe not. hither way. you have to catch 
the guy yourself (lucky 'lex). 'Ibis is tricky, 
and real-time, too. Basically, \ou have to 
get close to him without being seen. 
'Inning and moving fast arc cmcial here, 
as well as keeping out of sight. 

DAY FOUR 

y\ftcr the automated conversation with 
Malden (and a brief glimpse of Regan. 
Malloys daughter), it's time to find the 
missing box. You'll want to look down 
under, once you have something from up 
on top. Don't he too quick to grab it. 
though. Check out the box first; a tnip 
awaits the unwai’V' (this is not hard to 
defuse). 


Sometime after this, Tex will be picked 
up for interrogation by the Feds, 'Ihe rules 
for .survival ( lex can ea.sily die here) are 
don’t he "smart,” don’t be dumb, tion't tell 
all you know, and don’t hang on to it. 

I here’s something in the alley behind 
the Idamingo you’ll want to take a vei'y' 
close look at (once you get it down). A 
friend can help vou find the location. 

I lows oil handle the landladv is up to vou, 
hut yon must get into the room and pick 
upcveiythingyouean. It’s also ncce.ssar)' 
to Icav'c and return, so you can finally 
locate Mallov and have a chat with him. 


DAY FIVE 

After 

checking mes- 
sages, the first 
order of the 
dav’ is to return 
to the scene of 
last night’s fire- 
works. Aside 
from stuff to 
grab there’s a 
safe to he 
opened.’! lie 
answer is on 
the Fverlok 
card (the peo- 
ple who give 
you a .s(|nare deal). Ihis provides a eonplc 
of things, including an imporlant key, 
which, ofcoui’sc.you run right olfto use. 
'Ihcn vou’ll have to break the had news to 
someone. 

Now you hear Irom darling I .ucia 
again. Slie doesn’t want much; she ju,st 
wants you to 
break into thcl'cd 
offices again. 
Lucky 'le.\! 
Remember to ask 
for a favor in 
return (after lhi.s, 
by (he way, Lucia 
will he unav'ail- 
ahle until Day 
liigiii). 

OK. now vou 
need a w^ay in 
there. The dead 
can he of assis- 
tance here; talk to 
a pal about that. 
Once at the offices, don’t head to the 
Lvidenee Room right aw'ay; there's .some- 
thing else here to checkout lirst. 

Now vou’re rcadv for a little thieven’. 
four lockers in all can he opened. 'Ivvo 
rec|uire keys (which you have); the other 
two are already open (careless, these secu- 
rity hoys). Did you notice that "travel" was 
.suppre.ssed when yon entered the room? 
Ihis is deliberate. 'ibu'll have to do some- 
thing vvilli the evidence before you can 
waltz out with it. After this, hurrah! You 
won’t need to return. 

You’ll hear from Regan again, and 


while she hasn’t much to tell, y ou do get 
another lead. Before rushing off, though, 
you might want to open those two boxes 
you have. Regan’s is easy, if you have 
something from Malloy's crate; |u.sl match 
the patterns, hlmily’s box is quite another 
matter, however, and one of the tougher 
puzzles. 

After combining the nece-ssary items, 
concentrate on the physical relationship 
helween the cities mentioned (you may 
already have noticed that the peg liolcs 
make no sense w hen compared w ith the 
map). When something appears on the 
peg hoaid, vou’ll know y ou’ve placed a 
pair correctly. 

Finally, v'ou can go talk to your new 
contact. Re sure to go over everylhiiig 
with him; vou may need to conv erse 
twice (ihe most important thing here is 
Roswell). 'Ilicn lutzpatrickwill give you 
(he info you need. 

DAY SIX 

W'orried about Archie? You’re right to 
fed that way. 1 surest doing snniething 
about it,soon.’l(Klavand Day Seven take 
])laee in the Ihrswell military facility. Ihis 
is the easy dav; evcrvthing here is tradi- 
tional adventure game stuff, 'lex is in the 
.security compound right now'; the goal is 
to get into the main complex. 

As iLsuakgrah cverxthing vou can. In 
Chime Play er mode, you have to reassem- 
ble the paper punches for the code to the 
laser field room (no code in Fnterlain- 
ment mode). Outside, follow the .same 
routine (only one shed can he opened). 
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Litrigue. Sorcery. 
Bloocitheft. It's all part 
of everyday life in the 
captivating world 
of Birthright’*' 

Your battle against evil 
begins in Cerilia, where you 
alone have the power to 
preserve your domain. Your 
weapons? Strategy, skill, 
magic, and a unique 
heritage of divine power: 
your Bloodline. 
Discover what happens 
when fantasy role-playing 
meets battle/strategy 
with Birthright. Available 
now on CD-ROM. 
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Call (800) 757-7707 and lay claim to a $5 savings! 

Mention BR002 to receive $5 off your purchase of Birthright. (Your cost is just $49.95!) Offer expires 2197. 

For more information, visit us at http://www.sierra.com/games/birthright/ or see your local 



©1 996 Siena On-Une, inc. ® and/or desigrate trademarks of, or Ocensed to Sierra On-Line, Inc., Bellevue, WA 98007. All righls reserved. U.S. Patent No. 5.337,997. Other U.S. fflid foreign patents tending. Runs on Windows 95 or DOS. 
BlFmRIGKT and ADVANCED DUNGEONS & DRAGONS ere trademarks of 75R, Inc., and are used under license. 



R 


R A 




The sequel to Heroes of Might and Magic 


_ Jhe king is dead, a civil war rages throughout the 
countryside, and the people are clamoring for a new leader. 


Trt /ft TTl) choose to play on the side of 

11 #* Tfc II J good or evil, you can control the greater 
kingdom if you can muster the courage and skill to take it, 
')his long-awaited sequel is a feature-by-feature enhancement 

T r 11 1 of everything that made the 

Ml II J _ original Heroes an all-time 

strategy classic. Scores of new hero and monster types, 
alliance formation for team play, enlarged combat maps, 
__ _ ^ increased multi-player options, and 

if ir». 11 r a flexible “World Builder” module 


are just a few of the reasons why Heroes II will be a 
prized addition to your CD-ROM treasure trove. 


^ >*■ Fonti alliances with 

friends or the computer. 

dh Multiplayer action for 
2-6 players via Internet, 

modem, or network. 

% 

4" Expanded 
“interactive” battlefields. 

dh More of everything! 
Over 60 scenarios, 65 
heroes, and 66 monsters. 
Dozens of new skills, 
spells and artifacts. 

Includes powerful 
“World Builder” game editor. 

•if Available for 
Windows® 95 and DOS.^ 


.. 

fmissill 





— Computer 
Gaming World 





J / B n Inm 

iiii 

uTBl 
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SCORPION'S TALE 





noting tiic loiiclspciikcr syslcin. In the 
liiscr room, dcaclivaling pads of tlie field 
is not hard, if you keep in mind that you 
don’t have to use just the miinhers men- 
tioned in the instmetions (this is an old 
puzzle, by the way): ' I hen walk through 
the blue jwris to the other end (this is 
where the scaled door is). 

Now' you can work on opening the 
emergency door in the .security com- 
pound. 'Ihis is vciy obvious stuff, so we’ll 
skip to the important ])ad: blowing open 
the scaled door. Stand as far from the 
door as you can when \ou place the d)iia- 
mitc. Once that’s done, you must am 
back through the la,scr field and out the 
door ASAP! Ifyou're not fast enough, Tex 
w ill be caught in the blast (you may want 
to .save before selling the charge, just in 
case!). 

DAY SEVEN 

Nasty. An alien .something is in there, 
and it’s on the way. 'lex will die if the thing 
catches him, so let’s avoid that, l^ave 
sightseeing for later. TAetything needed is 
on this floor, in the rooms on the left 
(from where you enter) side. 

'I he objective is lo lure the thing to a 
certain place, w'here you can then use a 
ccriain device on it. After listening to the 
CD in the donns, you’ll know' what room 
that is. 1 suggest starting with the mess hall 
kitchen, and then going on to the two 
storage rooms. 

After the thing is gone, \ou can c.vp!orc 
at leisure. Ihe rec room has several 


important items, esiiecially (he Abductor 
toy. Some of what you ]iiek up, combined 
with (he duct tape, will get you the secu- 
rit)' card. Unfortunately, only one room on 
lev el (wo is open; the rest are scaled off. 
Cheek this room carcfullv, e.s[)ecially 
around the projector. 

Since you can’t get past (he doors, 
you’ll have lo send (he abductor through 
the duels instead. pA'ciylhing is on )2; 
there are four rooms ((hrcc in 
Unterlainment mode) lo visit, and each 
lias something you need. Wlien vou’ve 
got (hem all, \ou can u.sc the .second elc- 
vator...aftcr dealing with the C-4 charge 
w'ired lo the controls (this stuff is wor.se 

than toxic). 

OK, 
you’re 
almost 
done. 
Down on 
level three, 
you have lo 
a.ssemble a 
working 
acetylene 
torch (from 
what you 
find here 
and other 
items you 
should 
have found 


on level one). ' I hat gets y ou into the stor- 
age facility. ' I he final puzzle is to manually 
move (via com|nitcr) the containers 
around so you can gel out the one you 
want, 'ihis rc(|uires a bit of thought and 
some advance planning, but it isn’t hard. 
Once y ou have the item you came for. 
you can leave, ending the day (whewl). 

DAY EIGHT 

Ms. Pemell is av'ailablc again, .so give 
her a buzz and make the exchange. 

Rnally, you can read the disk you jiicked 
up from Malloy’s other room (which 
seems ages ago by now). 'Ihis gels you 
Elijah NMtt’s phone number (before call- 
ing him, you may want to visit the elec- 
tronics stole). 

talking to Witt is tricky; 1 found the 
fatherlv approach best for starters. IiKscn- 
tially, y ou’re going to lure him out so y ou 
can break into his apartment and grab his 
box. Save before going there. Once 
inside, an alann sounds, and y'ou must nm 
around the a])arlinent hitting plates (four) 
to turn it off before the cops come. 'Ihree 
arc on the ground floor (two arc visible, 
one is masked); one is upstairs. 

Do a thorough search upstairs and 
downstairs, grabbing and examining 
cvcry'thing po.ssiblc. Check out the area 
near (he fircjilace, and you will soon have 
the key lo the statue. Inside is a moving 
block puzzle; you should have found the 
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"BEAUTIFUL, SENSIBLE, AND WELL-BALANCED... 
AN INSTANT CLASSIC.. .DOES EVERYTHING YOU'D 
EXPECT A GREAT GRAPHIC , 

ADVENTURE TO DO... 

SIMPLY BRILLIANT" 1 i 


The Holy Grail of 
adventure games.^ 


ROLE-PLAYiNG 

advent^^witht; 

FIRST-PERSON 
PERSPECTIVE, 
COMBAT AND 
360° REAL-TIME 
SCROLLING. 


M I N D S C A P E’ 

www.mindscape.com 


© 1996 Mindscape, Inc. All rights reserved. Mindscape is a registered Irademarkand the Mindscape logo 
and Azrael’s Tear are trademarks ol Mindscape. Inc. ©1996 Intelligent Games Ud. © 1996 Ken Haywood. 
Ail rights reserved. All other trademarks and registered trademarks are the property ol their respective 
holders. Call 1-800-771-3772 (or inlormation on Game Ratings. 


For Windows® 95 and DOS CD-ROM 
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SCORPION'S TALE 


nuiiibcrs upstairs. 

N'ow j’ou liavc Watt’s box, and this 
opens with llic infamous Mayan 
Calendar puzzle, 'lb solve this, just 
remember to treat ll le iVla)’an da)'s as 
months (this is incorrect in rcalit); but it 
works in the game). 

Only one box remains to be found. 

'1 1iis is the one packed off to South 
America; it may have been returned to 
sender, so check that nut. \Vlien \ ou have 
it, use the ons\ pieces from Witt’s box to 
construct a frame around this box. At last, 
you can assemble the l^andora Dcsicc, 
which leads to a long automated 
.sequence ending the day. 


Ihis is a romp through a Mayan 
P\ ramid. ^bu start in the map room, 
(lather all 14 pieces, and check one of the 
corridors for .something so on can copy 
the map afterjou put the pieces together. 

' I his area is not rcall)’ a maze, but )ou 


^ .A-if ' 

j inverrronv 

^ scofte 

; / 

jConaitiB y 

.'EXAMfNC X 

‘ Mitir ■ TCMT inAuet. 

LOOK 

V B 

7 C 

]■ PAneL 


p LIGHT MY FIRE What would a mystery story be without a bogus fireplace? Snoop 
I around here for that key that you’re looking for 


must check evciy corridor and dead end 
as you go so you don't miss an important 
item. If you are in Came Player mode, 
examine every' room door carefully, not- 


ing c.spccially the dot positions. 

/Mways examine the walls of each new 
room. ' 1 he\’ asually hold clues to pu/y.le 
.solutions. In the birds room, the crystals 




Racing with a joystick...is like trying to win a Formula 1 race with a flat tire!... Grab hold of 
the most professional and affordably priced racing wheel in the world. Let the Per4mer^''' 
Turbo Wheel take you to the finish Sine of Grand Prix, NASCAR and the Indy 500. 
Experience the racing sensation of real race car drivers by accelerating and braking 
with the accuracy of Platinum Sound^''' foot pedals. This will give you the ultimate 
driving experience... Virtual racing from the ttl PerAmer™ in the industry. 

The Per4mer™ is compatible with all racing software and is available for 
every gaming platform; Sega, IBM PC, Nintendo SNES, Nintendo 64 and the 


AVAILABLE AT: BEST BUY, COMP USA, 
SOFTWARE ETC, BABBAGES, EGGHEAD 
SOFTWARE, SUN TV & APPLIANCES, 
ELECTRONIC BOUTIQUE, KAY BEE TOYS 
AND OTHER LEADING RETAILERS. 
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The totauy new, totally hot game 

BASED ON THE CLASSIC FILM 

BY Michael Crichton! 

iry i 

of pulse-pounoing action^ 
split-second adventure, and 
engrossing strategy! 

J movement through three 
i-pumping true 3D worlds! 

•Get armed up-the-waioo with 1 1 
weapons from the past, present, 
and future and make even more 
powerful weapons as you go! 

Make new objects by combining items 
in the a«anc^j[inventory wi^r^mw! 

• Direct |ij» m ifie 

200t) mHcTWide 
Web site for 
multi-player use! 


Blast through 35 
brain-torturing 
levels of chaos! 


$39,95 CD-ROM for Windows^ 95 


Byron rreiss JVlultimeclia (.ompany, Inc. 
175 Fifth Avenue, Suite 2122, NX NY 10010 
welcome@bpmc.coni http:/ /www.byronpreiss.com 


WeslworW 2000 Game © 1 996 Byron Preiss Multimedia Company, Inc. All ri^fs reserved- WestwoHd © ! 973 Turner Entertoinmmt Company, All rights reserved. , 

Westworld and all related chaniders and elements ore trademorks of Turner Entertainment Company, Licensed by Turner New Medio, Inc. CIrala Rf^adetr Rarvina #1S7 
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;iic liil in [wirs. When )oii do it right, the 
p;iir Uini.sblnck,'lliis()|)ens the door out, 
which ill Ckimc Phiver mode (only) leads 
to the i'lreball room. I lerc I'm giving the 
answer: )'oii must try all four doors. 'Ihc 
order doesn’t matter; it’s always the foiirth 



door v’oLi tr\' that opens, which is why you 
have to go to all of them. 

In the wasp room, you have to smoke 
out the bugs before you can do anylhing, 
'Ihen it's simply a matter of doing an easy 
jigsaw-type ])ii/yle and moving on to the 
da^er room. Cheek the totem pole for 
the solution. 'Ihen you can head to the 
pentagon room, the last one. In Came 
Player mode, there is a puzzle to solve 
here; this relates to the 
door dot positions. 

\\^ien it’s completed 
(don’t waste time or the 
ceiling w ill enish voii), 

'lexis de|>asitcd in the 
Mayan Ascension 
Room, where he meets 
up again with Regan. 

Pirst look around for 
something useful, then 
see w hat yon can u.sc it 
on. An esplosive com- 
bination and a little 


weight in Ihc right places will get both of 
you out of the room. 

Mnaliy, v ou'rc out of the p\Tamid....and 
light there in front of you is what you’re 
after. And after this. I’m not saying any- 
thing, beeau.se what happens next 
depends entirely on the path you’ve fol- 
lowed through the game, and the rest is 
up to you. 

CiOod luck! % 


AOL: Scorpia’s Lair (keyword: scorpia) 

Delphi: GameSIG (Groups and Clubs menu) 

GEnie: Games RoundTable (type: Scorpia) 

Internet: scorpla@aol,com 

U.S. Mail (with a self-addressed, stamped envelope If 

you live in the U.S.): 

Scorpia 
RO. Box 338 
Gracie Stabon 
New York, NY 10028 



For a FREE CATALOGUE CALL 

1 • 800 • 8-THUNDER 


ThunderSeat Technologies 

17835 Sky Park Circle. Suite C » Irvine, CA 92714 
714.851.1230 k FAX: 714.851.1185 


OPTIONAL SIDE CONSOLES 

put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and you 
have the perfect setup for both flight simulation 
and office work. 


Shal€e Rattle and Roll 
for as little as S1SS.9S! 


IHUNDErSeAi 

Feedback System Used in 
Real F-16 Simulators 

Now Available to the Public 


“A DOUBLE MUST-HAVE. 

Anyone who plays computer 
games will want this 
AMAZING CHAIR!" 

Marc Spiwak 
POPULAR ELECTRONICS 

"I could actually FEEL the 
punch of the afterburner!" 

EdDllle, ELECTRONIC GAMES 


“VIRTUAL UTOPIA!” 

Marc Dultz, STRATEGY PLUS 


HOW IT WORKS 

A 1 00 watt subwoofer built into the base generates 
low frequency sound that resonates through the 
wave chamber hidden inside the chair. Thus you not 
only hear but FEEL your simulation. Paired with your 
amplifier, the ThunderSeat makes your favorite flight 
Sim as realistic as it can be without a motion 
simulator! 
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COniSTRUeTiaHI kit design your own tbacks 


AND SMALLER. 


Better than Micro Machines, Micro Machines 2 Turbo Tournament is now avaiiabie for your PC! 

Race around on tabietops that you buiidi Take charge of any number of air, iand or sea vehicies 
in one of the most competitive aii-out action racers ever seen. 

Pound your friends into the dust! With up to four piayers, you’re sure to find a worthy opponenti 
To purchase cail 1 .800.GAMETEK or visit your local retailar. Visit our Web Site at www.gametek,com to downioad a FREE Demo. 
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GAMETEK 


Copyright Codemasters Limited and Codemaslers Software Company Limited. Aii rights reserved, "Codemasters' [TM| is a trademark owned by Codomasters Limited. GameTek(FL) inc.. is using the 
Codemasters trademark pursuant to a iicense. Micro Machines™ is a trademark owned by Lewis Gaioob Toys Inc. GameTek(FL) Inc. is using the Micro Machines mark tor this product pursuant to a license. 
GamBTek{FL) Inc. is not affiliated with Lewis Gaioob Toys, Inc, GameTek is a registered trademark ofGameTek (FL), Inc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 331 80 U.S. A, 




A journey 
do bizarre, 
it maked 
Wooddtoek 
Look Like 

convention. 
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SNEAK PREVIEW • PYST 


M St? 

! 

John Goodman AndJokesters From TheFiresign Theater 
Team Up To Satirize Pretentious Megabit 


By Kate Hedstrom 





N ^^T is probiibly the clos- 
es! tiling we’ve got to :i 
poii-ciillnreplienoinc- 
non in coinputcr g;imes. 
\Vliiic you were plnsing 
DoOM.joiirgTiind- 
niotherwasplii\ing 
M'l'S'l’. It’s been a perma- 
nent resident at the top 
of tlie sales charts, and 
indusli)' bean-counters say that close to d 
million people have taken a crack at the 
game. If you’ve been paying any attention 
to coni]3uter games in the past two ) ears, 

) ou’\'e at least heard about those sumptu- 
ous graphics, that enigmatic stor}', and 
those, nm. 


challenging puzzles. 

I he game, for better or 
vs'orse, spawned an entire 
subcategof)' of adventure 
game — the M^'ST-alike— 
as software publishers 
scrambled to duplicate its 
suecasswilh pretty, hut 
mostly lifeless worlds 
chock full of irritating 
lever-and-button puzzles. 

And Miyi' took itself so 
darn serioiLsly, which 
makes it a \ ery ripe target 
for some good-natured 
ribbing. 

I'inter Ih'ST.'llie first title in a planned 
scries of parodies from Parroty Interactive, 
lA'S'l' is not a game but a tongue-in- 
cheek look at what might happen 
when d million pleasure-seekers 
arc .set loose on a tiny island 
(l^st, in this ca.se) to flip leicrs, 
poke buttons, and try to get .some- 
thing, anything, to happen. It looks 
like the midway at the count)' fair 
right after they kick out the last dnink 
and lock the gates. 

dhc des'astation i.s res’calcd in a 
.series of postcards: cigarette butts 
and tnish litter the ground, graffiti 
covers the walb, a trailer [lark has 
taken root on the lawn outside the 
obsersalory, and, to make matters 
worse, there’s a tornado on the hori- 
zon, Becau.se a fiirstrated gamer is not 
1 liapjiy gamer, someone’s been fling- 
ing stuff at that damn clock tower 
with a catajiult. Anyone 
w'ho’s slnigglcrl 


TWrWFWVM'Mri 


Global Variable Coafliet Message 

Olebal Variables s>ay be eeaflleting 
properly or inproperly iaterfeced 
nonitor/keyboard cards or Dosted Z>eeal 
variables in the bsId prograa algorlthn. 

Seo Hosted Incongruities in tbo Manual 
wbleb is not included. 

A 

WHAT, ME WORRY? Not that you're likely to need it, but 
don't expect to get much assistance from the Help files 
if something goes wrong. 


through M^'S'i'will experience a certain 
sense of satisfaction at seeing the great 
blue and red books sizzling away in the 
library fireplace. 

Some of the levers and buttons around 
the island still work, but they’ve been 
rewired to give very' different results. 
Clicking on the hoi .spots .scattered 
throughout each scene yield animations 
in the Mad magazine vein— a dog 


[ WILD, WILD WEB Spread the joy by 
e-mailing Pvst postcards to your friends 
and loved ones from Parroty’s site at 
www.pyst.com. 


PYST • SHEAK PREVIEW 


iirinnles, toxic waste oozes into the sea — 
and \s’e sec just how l^ad lhing.s ha\’c 
become for poor P\'st Island. 

Bill they're about to gel worse. 'Ilie 
Octoplex Corporation has big plans to 
(lint Pj^t into a resort coinnninit}', with 
condominiums, a golf course, even a jet- 
ski marina. Right away we meet our 
Octoplex representatis'es. Bob and 
Chciy I, a pair so perky they make the 
h'.nteriaiiwient Tonight anchors sound 
positi\ cly sullen. Before Octoplex breaks 
ground, liowes’cr, tliey'rc going to ha\ e to 
do something about that family of aliens 
that's taken up residence in the rocket 
.ship. 

Oh, and in ease you’ic wondering 
w hat hajD[)ened to the mysterious creator 
of our fair Lsland, he hasn’t been left out. 
John Goodman plas'S the foggy King 
Matruss, who’s since found a much bet- 
ter use for that furnace in the log cabin, 
l ie really nwris to get rid of the riffraff 
who’ VC imaded his peaceful kingdom, 
but he can’t seem to get around to doing 
amt hing about it. Those two ne’er-tlo- 
well sons of his are still hanging around, 
too. 'llic delicate Prince S\Tmp appears 
to have developed a nervous condition 
from interacting with .so many island 
explorers (well, who could blame him?). 

1 lis brother, on the other hand, the 
Prince (fonnerly known as Prince), has 
fared mucii better and seems to be set- 
tling into his newfound cclebrit)' quite 
well. 

As mentioned earlier, is not a 
game and doesn’t pretend to be more 
than it is — a one-joke dig at a pompous, 
o\or-liyi)cd product. Even so, not all the 
humor in I^til'is direeted towaal its inspi- 
ration. Peter Bergman, eofounder of the 
venerated luresign 'Iheater comedy 
ensemble, created the video and audio 
clip.s, .so many of the jokes derive as much 
from Aiierican pop culture and current 
events as they do from NT'S'!'. Wdiile this 
gives Ptsr a wider appeal, it’s a little disap- 
pointing that the creators passed up some 
of the more obvious chances for having 
fun at iVl'i’t^Ps expense. 

i’amity’s lAbT plans don’t stop with the 
CD-ROM. A Web site accessible directly 
from the progTiim is being set up that will 
allow users to e-mail Ib'ST ]3ostcar(ls It) 


friends, as well as get a look at new scenes 
available onlv online. Purchasers of the 
product gel access to a members-only 
area with chat, bulletin boards and extra 
goodies, Parmty also plans on expanding 
the .site to include non-PfS'i' chuckles and 
other parodies as the product line grows, 
as well as links to other humor sites on the 
Web. 'I he disc includes a trailer of )obn 


Goodman singing the ‘'i'bcme from 
h'S'i’’’ and a short movie chronicling the 
making of h'S’i', which is at least as funny 
as the parody itself. h'S'i' is expected to 
.ship in mid-October as a hybrid 
W'indows-Mac CD-ROM. At a street 
price of about SH.y5, this might be just 
the right stocking stuffer for the favorite 
Mvs'i'-basher in your lifc.^fc 



: ItimCoaTtKNtporM 


Serving as a stem warning about environmental awareness, Pyst shows what happens when 
millions of nosy adventure gamers poke around your magic island, pulling levers, playing in your 
space ship, and generally futzing with everything in sight. 
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Engage In Thousands 
Of Exciting _ 
Relationships With 
Total Strangers 


Without i 

j Wearing 

Anything Made^Of 

Latex. 


This is not your typical PC product - 
Meridian 59 is ONLY played on 
the Internet Requires SLIP/PPP 
Internet connection. 

Visit your favorite retailer or to 
order direct, dial 1-800-336-3506. 



Play with 
thousands of 
real people! 


^ Meridian 59'"- ^ 

the first Internet-based 3D 
graphical MUD game! 


r fierce nionslers. ^ 

Iiitenicf with non-player characters. 
Forin a guilii. Tell war stories with 
|L other liariug explorers! a 


Meridian 59 FREE 
. For 30 Days! . 


Let the 
Internet quest 


W ■* ii. 










t..i& Includes Netscape ^ 




Navigator Personal J 
Edition! 
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SNEAK PREVIEW • THE HEVERHOOD CHRONICLES 


Low-Tech 

High-Tech 

A Wonderful Play In The Neverhood Chronicles 

by Johnny L. Wilson 




SNEAK 

^PREVIEW 

mi DEVELOPMENT 


■ hen you think of 
[ the onscreen 
m;)gic of Stesen 
Spielberg, you 
think of special 
effects. Spielberg, 
the genius filni- 
inaker, has been 
known to tell his 
employees that “if 
it doc.sn’t .seem impossible, it probably 
isn't worth doing." After bringing great 
w hite .sharks, the Ark of the Covenant, an 
extraterrestrial with a capital K.’l!,and 
long-extinct dinosaurs to life, you'd exjject 
that w'hcn this generation's answer to 
Irx’ing'nialbergand Orson Welles turned 
his attention to computer games, they 
would be full of high-tech .special effecLs. 

You’d be wrong. Not only w'ill one of 
the first Dreamworks SKG games to be 
released lack high-tech .special effects for 
which Spielberg is known, but the design 
team has eschewed the digital tools with 


► PUTTY-PUTTY CAR One cule puzzle in the game involves the orientation of these 
putt-putt cars with regard to these Mayanesque etchings on ciay waiis. 


which computer 
game puotcchnic 
magic has asualiy 
been built. 

Avoiding the 
more cost-effi- 
cient animation 
po.s.sibilities of 
Softimage or 3D 
Studio Ma\ the 
design team 
known as'lhe 
Neserhood has 
broughtTiii': 

NEVERiiOOn 
CiiRONici.t';s to 
life bv using the 
time-honored stop-action animation stj'lc 
made famous by brilliant animators like 
Wilis O’Brien {King Knng, Might}’ joe 
Young), Bay Marn'hauscn (Ihc 7(h Voyage 
ofSinbad, Clash of the Titans), and 
George Pow'cli (ihe Nightmare Before 
Christmas). '1 liey hoped that the ciay 

einironmcnt and occa- 
sional rough spots in tlie 
animation would have 
more charm than com- 
puter animation’s rela- 
lis'cly sterile look, llieir 
instincts were coirect. 


CAN YOU SAY 
"NEVERHOOD!"? 

’Hie Neverhood is a 
design team created by a 
number of refugees from 
Shiny (including team 
members from the 
AL/\DDIN Segii Genesis 
game and h'MXU l\\'OR.\i 
)IM), and'klii: 


BRIDGE OVER THE RIVER CLAY Kiaymen must assemble the 
bridge-control mechanism at this point and drain the lake to reach 
the laboratory. 


Nti:\TiRi iooiT Gi iRONiCM' s is their way of 
doing something different by creating a 
traditional-style adventure game with 
stop-action, ciay animation, 'llic protago- 
nist, a latex isveryman known simply as 
Kiaymen, lives in a univcr.se literally made 
of clay (the sets theuvselvcs occupy 2,000 
scjnarc feet and in\ oI\'cd 2 1/2 tons of 
ciay). Indeed, even the interface is made 
np of menus hand-dra\Mi in clay, a clay 
cursor and clay’ buttons. 

At first, the game feels like MtsI' in 
clay. Kiaymen has to solve pirales to get 
out of rooms w’here he is all alone, and is 
much like an inexperienced method actor 
.still trying to find his moliration. 

Fortunately, it doesn’t take long to get 
past the iVI\’sr deja w.'W IE NtMiltiraoD 
Ci IRONICLluS (TNG) should appeal to the 
iVl’i'S'i' audience, since the [muzzles are the 
,s]3atial and logic puzzles similar to those 
found in that megabit. /Mso the game uni- 
verse is so artistically wonciciful tliat some 
players will just want to explore all the dif- 
ferent scenes just to see the weird clay 


ce 
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its magnificent 


artificial intelligence 


Its Spell 


I 


EA R A 


No other tantasyh'ole-plaving 
2:aiiie comes t^iose 

' 'V 

Antara’s eilgrdSsillp: , 


UN^EAKABLE. 


Experience the thrills, 


'd ShalleiiRes and unlcild 


, dangers of Anj^t^’j 


-"t 


' ' diptiYating farit^ 


realism, with our fi-ee 


3-D wo rld. ^^^ /|iS^ f- 

its advanced combat system, 
and its incomparable 


: Internet demo 


at 


m 




.^AW-sierra.com. Or 


raTrr:8(SA757-7707 


^ 11 
or .see your local 


software dealer. 


©1 996 Sierra Gn-Line. Inc. ®and designate trademarks of or uicensed to Sierra On-Line, Inc.. Bellevue, wa 90007. U.S. Patent nos. 
5,430,035. 5.ZB7.446. 5,377.997. OTHER U.S. AND FOREIGN PATENTS PENDING. ALL RIGHTS RESERVED. 


SIERRA 



WKen the 
award-winning 
Descent game 
landed in AD&D 
most famous 
FORGOTTEN REALMS^.. 


«..it left in its wake the most revolutionary ner 



A 


n the wizards and magicians in the Realms could never have predicted what happened 
•that mystical night in the dungeons of Llnderraountain. After all of their spells, conjuring, 
and attempts to see the future, the future literally crashed down upon them. With deadly force. 

It left an indelible mark. It affected their vision. Their movement. Their way of life and 
death. It changed their history as well as their future. 

Introducing DESCENT TO UNDERMOUNTAIN", the most revolutionary new AD&D' 
FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful 
Descent engine, the dark inhabitants of Undermountain's stone belly now experience 3D 
vision and 360° movement. Perhaps it was the strange visitor from the future. Perhaps just 
the trauma. But multiple characters are now 
developing in the cracks and under the rocks of ancient caves. 

All of this, along with multiple player options has forever changed the face of the AD&D* 
FORGOTTEN REALMS world. What came down from the hereafter that fateful night, is 
certain to continue down into history. And down. And down. And down.^ 



Download the interactive preview at www://lnterplay.dragonplay.com 


61996 IntMpiay Ptoduebons. All rights reserved. Decent 6 1996 Parilai Software. AH rights reserved. 
reSCENT TO UNDEHMOUNTAIN, ADVANCED DUNGEONS i DRAGONS, ADiD, FORGOTTEN REALMS, and IheTSR logo are trademarks of TSH Inc, All rights reserved. 
INTERPLAY is a trademark of Interplay Productions, All rights reserved. 



RPG game to date. 




The award winning 
Descent" engine meets the 
MOST FAMOUS AD&D* WORLD, 
THE Forgotten Realms® 

Full 3D, 360° first person 
action based on THE HUGELY 
successful Descent Engine 

Character Development in 
OVER 20 different magic- 
ridden dungeon levels 


First AD&D* action RPG 
WITH UP TO 4 PLAYER 
modem/network option. 


3D Rofc AaianWIlt Up » 4 Pl«V« 
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BY GAMERS. FOR GAMERS, “ 
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ADVENTURE/RPG 


SHEAK PREVIEW • THE NEVERHOOD CHRONICLES 


trees and arehiteetiire/lNC even inis its 
eqimalent of tlie postage-stamp \ ideo 
that passed for intcraetion in iVh’S'f; the 
difference is that 'INC’s \ideo consists of 
cute, animated cartoons that delightfully 
unfold the stor}’ of ttic game nnivcRC. 

Yet there is much more happening in 
Ni-Ai'iltl iCK)D than appears at first. Plas’ing 
with a jaek-in-thc-hoxsets free a mon.stcr 
and triggers a delightful free-mnning ani- 
mation sec[uence — not only setting up a 
new pii/zle but opening up a new area of 
exploration. Choosing lire wrang solution 
to a pu/yle evokes cartoon consequences, 
like being punched out flat or temporarily 
decapitated, but it's all good fun because 
the game subscribes to the “no-death” 
school of adventure game design. Yni 
never have to go hack and restart again. 
Pius the idle animation is piiceless (leave 
poor Klaymcn alone too long and he’ll 
stretch his amis ail the wa\' across the 
screen or blinks exjicctanti)'). Lsven with- 
out the plot elements, gamers have to 


experiment with Klasmen. 

Indeed. Kla\incn’s antics and chann 
make up for any |)roblems remaining in 


the unfinished version 1 jilaved. When the 
pace .seems too slow; Kiasinen makes up 
for it with .some ente action or ex|)rcssion. 




NEW LiKS LS: TOll WITH THE LEGENDS IN SPORTS 




What’s New About Links LS? Every Leaf, Every Contour, Every Chirp... 


...Up to 16.7 Million 
CdOfS- New Links LS 
has urilimiced screen rcso- 
tiicions and up to ] 6.7 
million colors — resolu- 
tion independent means 
chat Links LS can match 


any monitors maximum 
viewing capabilities (even 
1600x1200 and liigher) 
and up to 16.7 million 
colors means the fine.st in 
color quality possible. 
You’ve simply never .seen 
any golf simulation soft- 
ware tills good! 


Features include new Post-Shot Reactions and Multiple Views! 


..•Arnold Palmer- Arnold I’almer at 
Litrobe — the first in our Tour Player 
Series, delivers far more than 1 8 holes 
of golf. The Arnold Palmer expe- 
rience includes a virtual reality 
tour of Arnie’s workshop, 
office and trophy room, Roam 
freely in 360 degrees and examine 
the tools of the trade behind the legend. 


Listen to Mr. Palmer give insights and r 
" ' ' ' • — Y ,,nJ’ PGA 


ollections about his PGA a 
tours through Access Software's exclusive mul- 
timedia footage. Tlien tee off as or against the 
digitized Arnold Palmer, who not only looks 6 
sounds exactly like Arnie, but plays with the same 
style and tenacity that defined the Legendary Grand 
Master of Golf. 


...The Most Realistic Golf Simulation EVER- The totally new terrain rendering engine and ball 
flight give l.inks LS a realism never before achieved in the gaming industry. As Links has always 
done, we render not just the hole itself but the entire course and more — you literally can hit your 
ball a half-mile out of bounds! Now, authentic ground, sand, and grass textures combine with 
dynamic shadow.s and fog, co give you a course so lifelike you can almost feel the wet grass! Our 
engineers have reworked the ball dynamics giving you triie-to-iife ball fliglu. I'ade your drive just 
like the pros or watch as your high arching wedge shot actually backs up on the green. 

rUrrlo Raarlor sjon/zV-o 


...Kapalua- Resting on the wind-swept 
plains of the Golf Coast, two glorious 
Hawaiian Island courses have been selected 
to inaugurate Links LS as the first in the 
series of Resort Courses. Tlie Arnold 
Palmer-designed Kapaiua Village Course 
has a distinctly European flavor and a com- 
manding view of the West Maui nioiin- 
rains. The 7,263 yard Kapaiua Plantation 
Course showcases expansive slopes, deep 
valleys and unique native vegeiarion. 

For wore info, call 1-800-800-1880 



THE NEVERHOOD CHRONICLES • SNEAK PREVIEW 


Wlicii i!ic interface .seems aw k\s'ard 
(there arc times when the cursor doesn't 
indicate that s ou can exit a screen on one 
side, e\ en tliough ) ou can) or the [juzzle 
.seems anno)ing or unfair (tl ie w'atcr, tube 
and tune door combination on one house 
.seemed tremendously ob,scurc), Klaymen 
sa\'es the day with some animated move 
that makes up for any faislration. In short, 
the pa) ()ffs are better in 'hNC than in 
most achenturc games. /Mso, the location- 
based ja/y, Dixieland and blues riffs 
throughout the game are w'hiinsical 
enough to keep you in a good frame of 
mind. c\en when \ on ha\cn’t yet .so!\ed 
that lough pu/-zle. 

THE HISTORY CHANNEL 

Another reason gamers will feel com- 
fortable willi TNC is that man)' of tlie 
.scenes and puzzles are tributes to com- 
puter games, mo\ies, cartoons and litera- 
ture that have come before. One puzzle 
seems right out ofTi IK 7n i C.UKiTi' or 


Smmit G'VMES, w'hiic another could have 
come directly fmm Infocom's HOLI.Y- 
WOOD IdlllNX (remember the color- 
coded punch cards?). Wlien Kla)inen 
animates Bil the Robot, the camera cuts 
and angles look like ela.ssic martial arts 
movies. WTien Kla)inen di i\'cs one of the 
putt-putt cars attached to the w'alls, the 
car reminds us of the film version of 1 1. G. 
Wells’s 'the Time Mcic/iiiie. I aler, Ed 
Scliofield’s climactic cinematic harks 
back to a scene from Dr. Doolillle.Yoi]’]] 
sec Disneyesque character exi^essions 
(lead animator Mike Dietz is a fimi 
believer in the Disney animators' bible. 
Illusions of Life, and built his style around 
tliose ]3rinciplc.s) and Warner 
Brothers-st)lc caitoon violence. 

I'hially, students of myth aird religion 
will recognize the commonalit)’ that this 
game universe’s legends have with the 
great nwlhs and theologies of the Western 
worid. 'lire legends arc wTitten in cla)' 
along the w'alls of a seemingly inter- 


minable pas.sage.Too iengthv for one sil- 
ting, they arc clevcrlv crafted and delin- 
eate the rationale behind .some of the 
actions Klaymen will has'c to take to win 
the game, 'lliose who don’t care can .skip 
those wall etchings and watch the 
“i^ecicIcTs’ Digest Condensed Version" in 
the animated cartoon segments that 
Klaymen finds throughout the game. 

MAKE MY CLAY 

Tl IF. Nev™ iOOD Cl IRONICt-KS seems 
incredibly fresh for a product that [says 
tribute to old games, old technologies and 
old movies. It may fed fre.sh because of its 
primitive look or because of the terrific 
payoffs in the original animated sequen- 
ces that follow' many pu/y.lc solutions, but 
TNC successfully evokes nostalgia and 
discovery’ simultaneously. It’s not a game 
for adrenaline junkies or those with .short 
attention spans, but it is a game for tradi- 
tional adventure gamers and casual 
gamers alike. % 
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THE PANDORA DIRECTIVE: PLAY IT AGAIN, AND AGAM... 





made! 

The Cast- Enjoy tin; differ- 
ence Hollywood dncinatog- 
raphy, acting, editing, stunt 
work, music, and direc- 
tion make a.s die world 
ofTex Murphy becomes 
amazingly real. .Scarring 
Barry Corbin {Northern 
E-eposure, War Games), 
Tanya Roberts ( View to 
a Kill, Beastmaster), 
Kevin McCarthy 
{Invasion of the Body 
Snatchers, Jtist Caus^, and 
Chris Jones {Under a 
Killing Moon, Martian 
Memorandum, Mean 
Streets) as Tex Murphy. 
Directed by Adrian Carr 
{Quigfy Down Under, 
Man from Snowy River, 
The Power Rangers). 
Original music by 
Richie Havens and 
Nicole Tindall. 
For more info, call 
I ■800-800-4880 


Tex Murphy returns in the most replayable interactive movie 


An Enormous She-CD Cinematic Epic! 


The Story- Wliat is the truth behind 
the rumored UFO crash at 
Roswell, New Mexico? Why 
did the military .suddenly shut 
down and seal off the 
Roswell complex? And 
why the frequent refer- 
ences to the lost Mayan 
civilization? It starts out 
like a hundred ocher 
cases. S500 a day (plus 
expenses) to track down a 
missing person. As you 
pick up Thomas Malloys trail, 
you realize you’re not the only one 
looking for him. By the time you dis- 
cover tliat he’s ex-military and knows 
whar really happened on July 6, 1947, 
it’s too lace, Tlic government’s biggest 
secret is loose and you’re trapped in a 
deadly game of cat and mouse with 
the most powerful and ruthless 
agency in the world. Based on the 
novel by Aaron Conners. 


The Features The most replayabil- 
ity of any interactive movie to date! 
Follow one of three narrative paths lead- 
ing to seven different endings. Choose 
between two levels of play. 
The first level offers a 
complete on-line 
hint .system to Itelp 
you through the 
tougher puzzles. 

The second level — 
for expert gamers — 
has no hints available, 
but rewards players with 
higher bonus points, extra 
puzzles and locations. Our 
unique "Virtual World” engine 
allow.s you to slip under desks, rifle 
through drawers, and see the flies 
tanning in the light fixtures. 
Without the restrictions of ren- 
dered paths, yon can explore Tex’s 
three-dimensional world with full 
freedom of movement. 



NEXT TIME YOU FIRE UP YOUR PC, 
00 IT WITH OEAOLY FORCE. 



COMPAa 


You’ve just been named Guardian of Virtua City - an urban killing zone overrun by sharpshooting criminals 
packing heavy weaponry and holding hostages. The law and a six shooter are on your side. The odds will 
never be. Introducing Virtua Squad, Sega’s brilliant PC version of its smash arcade shooter Virtua Cop. 
With non-stop action, it now explodes across your desktop with unsurpassed fast twitch response and 
dynamic 3D environments, the rapid-fire gameplay will leave you drenched in the unyielding onslaught of 
polygon-based thugs. Think fast or we’ll have to rename it cop killer. 

[BBS] SEGA-SALES 
http ://www. Sega . conVsegapc/ 
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PETER OLAFSON • ; ACTION 


Battle Of 
Hie Sexes 

CanUive With ’Em? Shoot ’Em In Gender Wars 




THEY'RE ON PMS! Gender Wws is supposed to 
be a battle of the sexes, but with little differ- 
ence between the two sides, this angle is more 
of a gimmick than a real design decision. 


t’s been a crowded 
house ever since 
CRUS.'\DI:;R; No , 
KliMORSF. revitalized 
the platfonn shooter 
witli its isometric look. 

So any attempt at an 
angled-down action 
game tliese days needs 
an angle, and Gfndlr 
Wars from CT Interactive gives it a 
shot. Its a respectable, if not wholly 
original game, mingling Crusader- 
stylc pyrotechnics with sqiiad-leve! 
tactics, a touch of W/\RCRAl'i’’s parallel 
sets of missioas and something of a sense 
of humor. 

Gender Wars is a literal bailie of the 
Sexes tliat replaces tlie traditional wit and 
wile witli firepower. You ]3ick a side and 
from there arc carted off to a command 


center that’s part StarTrek Next Geueralm 
bridge console and part RrtlJvSOF 
Enc 1 /\GI:AJE?^ interface. Merc you receive 
mission briefings, put together a four-person 
.squad, equip your s(|uad memlxiR witli 
wca[)ons and ,shi[> off tiie less-oqierienced 
members of your outfit for training 


Wlicre'l’aiAL IVLvnTEM blew up the 
view, GEcNDErWaics' SVGA mode 
shrinks it down to doll-house level, and to 
good effect, 'ilie levels are cnomious, 
both in height and breadth, and it shows. 
Even the most basic of the multiple mis- 
sion objectives— get this item, kill so 
many of these enemies— will take .some 
good time to achieve. Moving, firing and 
button-pushing with the mouse, you'll 
roam elaborate interiors and grounds, 
blowing the bejesus out of enemy confer- 
ence tables, posters, mainframes and level 
inhabitants. As for your squad Al, )’ou can 
issue four collective commands to the 
squad members: fire at will, fall back, fire 
defensively, or aw'-ail conirol from you. 

Like CltU&^DElt, there is plenty to blow 
up while traipsing thmugh each level. I sus- 
pect tliat, destrojable item fordestroyable 
item, llicrc’s an even higher level of damage 
here tiian in CruS.’\D 1':R: NO Ih'.CRI':!'. 

IT'S ONLY A GIMMICK 

Of course, imitation is also the low est 
fomi of creativity, and I didn’t find much 
here that .separates Gender Wmcs from 
its evident models. I suppose inter-sex 
warfare is better than killing off another 
set of aliens or coqiorate flunkies, but 1 
can’t detect a iDcrsuasiv'c reason for the 
malc-fcmalc conflict other than iLs simply 
being different. Apart from the high pitch 
of the enemy death shrieks and .some cute 
graphic touches (men are evidently beer- 
swilling louts who leave trash to pile up in 
the streets) the mtssions are e.s,sentially 
interchangeable, if they’d made the su]> 
posed differences between men and 
women — brain versus brawn — more 
integral to the gamcplav’, tlicv- might have 



Petep's 1R Rest Antinn liiimRS flf All TimR 



1. Quake 

id 

PC 

2. Prince of Persia 

Broderbund 

PC, Mac and Amiga 

3. Crusader No Remorse 

Origin 

PC 

4. Magic Carpet/Magic Carpet II 

Bullfrog 

PC 

5. Duke Nukem 3D 

3D Realms 

PC 

6. Virtua Fighter PC 

Sega 

PC 

7. Terminator Future Shock 

Bethesda Softworks 

PC 

8. Hexen 

id 

PC and Mac 

9. Dark Forces 

LucasArts 

PC and Mac 

10. Rashback 

Virgin 

Mac and Amiga 

11. Doom/ 

id 

Doom: PC 

Doom II 


Doom li: PC and Mac 

12. Cannon Fodder 

Virgin 

PC and Amiga 

13. Alien Breed 3D ll: 

Team 17 

Amiaa 

The Killing Grounds 



14. Road Rash 

Eiectronic Arts 

PC and Amiga 

15. Apocalypse 

Virgin 

Amiga 



Like 
Crusader, 
there is 
plenty to 
blow up 
while traips- 
ing through 
each 

level. 99 
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BYGA>IERS.FORCAMEKS.'“ UUWUa 

Blast your way to www.interplay.com and join the ranks of over 500,000 pilots who have 
downloaded the interactive preview. 

®I996 BioWare Cofp. All rights rBServed. Shattered Steel, MaePley, and Ifflerplay ere tradamerks ol Interplay Productions. All rights reserved- 
licensed and distributed esclusively by Interplay Productions. All other copyrights artd Vademarks are the property of their respective owners. 






YOU don;' 


i 


'The ligilt^;^lnj motion effects 
are first rab...yoir can jump into 
this game immediately. 

-Computer Gaming World 


Available on PC CD-ROM. 
Coming soon for Macintosh. 






\ 2 


"This game is hot! Itldkes the 
best and combines them into one 
neat package." 

-Computer Games Strategy Plus 


Q- 50 adrenaline-pounding missions . 
plus J^ulti-player missions 


"Cj)- Battle over 20 aggressive 3D alien 
predators animated in real time 


^ Lock and load with over 25 
armaments including: guided 
missiles, fuel-air mortars and 
isl 
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ACTION 


PETER OLAFSON 


► Quake: The 
cheats tor 
Quake (both 
shareware and registered) are so obvious 
you'd think id wanted us to find ’em. Just 
cail up the console with the tilde {~) key 
and type: 

God = god mode. 

Fly = fly mode (D is up and C is down); 

use this even if you don’t usually cheat— 


it's a great way to see the architecture. 

Give [number] = gives you the appropri- 
ate weapon (8 is the lightning gun). 

Noclip = lets you walk through walls. 
Impulse 9 = all weapons and ammo. 
Impulse 255 = quad damage mode. 

To use these cheats in DeathMatch, you’ll 
need to make a hack with the Quake compiler 
(see the V. Long’s Quake Hacks for details). 
Simply edit the WEAPONS. QC, find the 


CheatCommand and ServerfiagsCommand 
sections, and add "/*” before the "if (death- 
match i| coop)" statements, and add "7" 
after the "return;" statements. 

► Descent II: Descent II only has six secret 
levels, but they aren't the easiest to find. The 
first can be reached via levels 3 and 4; the 
second from levels 5 and 8; the third via level 
12; the fourth via level 14; the fifth via levels 
17 and 20; and the last via levels 21 and 24. 



iiiid sonietliing here. But lliis appears to 
be more a prc,seiitafioii coiice|)t tlian a 
game clesigii. 

A Bailie ol llic Sexes i,s also ripe willi 
potential for humor, but at time.s, you can 
tell thatTlieSlIi l')a\ tTieci loo liarrl.'llic 
intro’s robot-ho,sle(l 'IV show rapidly 
degenerates into a profane, Pvlli(>ne,si|ue 
exchange bcb\’ccii the two talking heads. 
But the pre-mission cut scenes are leaden 
and obvious, and tire missions aie humor- 
iessfireslonns. 


'^Ilie game itself works well for the most 
part. Troops do have some trouble follow- 
ing the leader when lifts come into play, 
and you’ll ollen need to .swilcli control to 
individual squad membeni to reunite the 
part}- (iust as in 'rai;\l. M\^l li‘.\i). 

But Ci';i\iii ;it Wmcs was plea.vantly free of 
technical glitches. I ran into iust one, and it 
was more of a "fcaturc." On two Pentiums 
with different video card,s, movement of 
characters in SVOAmode was accompa- 
nied by a sliuddcring display and the 


^APPEAL: Those tired of waiting for 
CnusADEfl: No Regret and looking for 
some nonsensical, combustible 
action. 

>PROS: Huge levels, lots of pyrotech- 
nics and decent 
action. 

^CONS: A clone 
is a clone, and the 
war-of-the>sexes 
concept doesn’t 
hold up. 




sott ware @ 



INSIDE ACnON i\ 


PETER OLAFSOH 


► Hunter seems to be the word 
of the hour for action games. 
Neo Hunter, from Virgin, is a 
ViRTUA Cop-styie rail shooter set 
in the Bay Area, with cartoony 
characters, seiectabie leveis 
and an adventure wrapper. 
Sierra’s Hunter 
Hunted is a side' 
view shooter 
with the accent 
on realistic 
movement. 

► An eariy iook 
at Scavenger’s 
Amok (GT interactive) reveals it 
as a likeable third-person 3D 
shoot-'em-up. You pilot a mech 
through several levels of the 
ocean floor and dryland, while 
blasting sharks and robots. The 
underwater graphics look 
appropriately murky and fluid. 

► Spectrum HoloByte has 


signed a letter of intent to license 
Epic MegaGames' Unreal engine to 
produce its own games. Specifics 
on Spectrum's plans were zero, but 
the press release announcing the 
deal quoted Spectrum CEO Steve 
Race as referring to 3D action 

games being 
one of “our 
three core 
strengths." 

Does anyone 
recall a 3D 
action game 
from the 

Spectrum family? This sounds like a 
glimpse of future strategy... 

► Another potential Quake killer on 
the horizon; Developers Friendware in 
Spain is preparing Blade for fall 
release. The spec is daunting. 

Among the features: 30 weapons and 
the ability to throw anything in the 
game— including your enemy’s head. 




CANT LIVE WITH 'EM Whether you play the 
men or women (men in this case), you’ll still go 
traipsing around vast levels, blowing up alt sorts 
of items and fragging the opposite sex (though 
it’s hard to tell which is which). 

iippcanmccofoclcl hori/onlal lines. 

I l;]])|)ily, llic solution u'iis a kcv]5rc.ss 
awa)': a ta|3 of llic “P’ kc\; which toggles 
something called “flick screen mode.” It’s 
always nice to he able to .solve a problem 
on vour ouii througli Irial-and-enor. I 
giies-s tackling lhe.se technical problems 
head-on is a “guy thing.” 

Or arc tliosc fighting word.s? ^ 



Comporing the new SpnceOrb™ 360 
HeaUe 3D™conlroller to the ioyslitk, 
keyboord or moose is like compering 
nn nrtbritic old geezer to on Olympic 
athlete. The oniqoe Omni-directionol 
PowerSensor’boll is the key. It proc- 
ticelly Ironslotes your brein woves into 
on-screen motion. Push, pull end twist 
it to get fluid 360' motion in any 
end every direction for otherwise 
impossible combo moves. Use it to 
ploy Duke Nokem,™ Descent™ and 
Doom™ You will be stunned nl 
what 0 technelogicnl leap this Is. 
Even more stunned when you see 
the leap in your scores. Check out 
the Spocetec GomeMoslers site el 
www.spocetec.com for tricks and 
lips from the world's best gamers. 

meteciMC 

As 3D as your own life. 


an entirely new way to move in ]D: tlie SpaceOrb ]60 


ACTION 





ACTION 


CHEATS & HACKS • QUAKE 




Download 
selected Quake 
C goodies, 
including the 
Aircraft, from 
www.zdnet 
.comfgainlng 


Quake C Basics 

How To Hack Weapons And Use Cool New Toys With Quake C 


by V. Long 

^AVith OU/VKl*' C tllCrCS fa^iiii^n-Shiiiclnrclaiiupment includes 

nolhing you can't do.” 


— American McGee, 
id level designer 

I niiigine .sA\ ooping clown in Qi lAKh: 
ill ;i highly maneuverable VI'OI , 
fighfer. bristling with acKniiceci 
annaincnt. \bu spra_\' the seurn- 
ing largcls below with streams of 
lead from twin Viilean eannons, 
'Ihcir health ebbing. \'ou deliver 
thecoi//j t/e grace wilh a salvo of 
folding fin aerial rockeLs sizzling 
down from side-mounted missile 
racks. Inside the cockpit, the roar of the 
engines barely drowns oul Ihc radio chat- 
ter. Scanning for targets, \ou suddenlv 
notice shards of the Risclage chipping off 
under .sustained nailgun fire. You c|iiickly 
lock stinger missiles onto a heat .source 
and launch— the enemy aircraft goes 
down in a fireball, mining burning debris 
onto the iifelass victims. 

Such arc the friendly skies of 
Quakk. . .more accurately, the QUAKl', 
AirCilraft project, as its currentlv called, 
'ibis cirstom Qi i.AK!'. module adds an air- 
craft to your existing OliAKI'', game, letting 
vou roam Qt 'AKi :’s skies in Di'.sctCNt-likc 



► FLYING FLAMBE Sawy pilots will eject before their 
Aircraft erupts into an aerial barbeque. Falling chunks or 
exploding debris can be fatal to those caught below. 


.stinger missiles, deatlly antocannons and 
oilier weaponty for truly gnt-wrcnching 
p\Toteehnic.s. According to'l'im Willits. an 
id level designer, every'one at id fmm lead 
programmer John Cannack to the artists 
was imprc.s.sed with the earlv version of 
the AirCraft project. 

Steve Bond and John Guthrie, the 
foundeis ofQu.AKi'; 

C-ommand (www.nnc.nct 
/quake), are no ordinaiy' 
fans: Ihej'Ve gained re,sped 
among knowledgeable 
QuAKt', aficionados for 
their dedication to bal- 
anced gameplay, ease of 
use, and ofconr.se, fun. 

Qoakk Command first 
caught my attention with 
BoikI’s frag-grenade, a 
bounding bomb that .spews 
lethal .spikes a la lYascr. 

Since then, they’ve added 
deva.stating flamethrowers, 
ihrowable axes, and 
remotc-contmllcd demolition charge,s, as 
w ell as ejecting cartridge casings. 'n]e\'’ve 
even added Dt’StiKN'i'-like flares; to.ssablc 
back))acks; and even .slipper)' banana 
peelsl 

(kin we expect more 
from QuakI': Command? 
You bctcha: next on the 
agenda is the ''jeep.” w hich 
w'illlead to (JitAKr; 

Kart , . .complete with turtle 
.shells and banana peels. 
Mario Kiirt fans can at la,sl 
rejoice! Given how' qnicklv 
the two puni]) on! goodies, 
the jeep, and even QUAKr; 
Kart may be available by 
the timcv'ou read this 
(check CCAUs online site 
for the latc-sl). 

But Qu.Ake ( lommand 


definitely isn’t the onlv one talking alxmt 
vehicles for Quakk. MarkDochlennan of 
blipnolic Interactive, which has licensed 
the Ql lAKls engine. sa)i> the I lipnotic team 
is considering them for its 15-level QliakI', 
add-on pack And sources at id mention 
tliat vehicles mavnppear in Ql lAKi'; 2. . .but 
no proinise.s! 



SOON TO BE STUNG Once the Stinger locks onto any 
heat source, a mere twitch of the trigger finger sends it 
home. Cat lovers will be happy to know that the Stinger 
can lock onto Rottweilers, 


COMPILE THIS 

It's clear from the AirCraft project that 
Quakk C enables an unprecedented 
degree of customizability, but what is it? 
Often called QC. it’s the C-like program- 
ming language built into to con- 
trol w'capons physics, combat rules, mon- 
ster Al, multiplayer scoring and much 
more. 'Ibe beautv of QC is that it does all 
this without ever touching tlic game 
engine itself, which governs core func- 
tions like grajihics and connectivity, and it 
is stored on the game’s CD. 

Ibwer to transform whim into realitv'is 
not the only attribute of QCb Kase ofu.se 
is another, and sharing your QC toys is a 
snap. ' 1 be easiest QC^ goodies to pla\' w'iti i 
are PRCXIS.DAT files that u.sc no exter- 
na! Ql lAKis data files, hbr a mnlliplaycr 
s&ssion. onlv the .seivcr needs the 
BROCS.DAi; Bonds flamethrower 


CC 
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Above Ground 



O' 0*^^? c“^r ftnaia W vottl tn 

®Vi«»“a“slS,a£ss«»i«'* 

ggss.^ 


rstorar'-- 

CompuK' Playo' 

, desktop to 

acceletation te- 

twitch response and pc 

-5 give yoo complo 

and combinations. 


;et ready for 
0 tumble across your 
,ea\time3D.'««'”"°' 

Blaiing. last 

mapped graphics 
over 700 inoves &. 
tbe supreme test in the ultimate martial arts toumamer,,. 

Ifs Virtue Fighter, the number one 3D arcade fighting game.'^^B, JT ^ 

[ now enhanced for your PC. it's available on Windows 95 
and it's only from Sega Entertainment. 

' (888) SECa-SaLEs 

http;//www.sega.com/segapc/ ^ 

Sega is regislared in ttie U.S. Patent ol Trademark Oillce. Sega Entertainment and Vlrtua ■ 
Fighter are trademarks ol SEGA. Microsoft and Windows''^ 95 are trademarks of Microsoft* 
Corporation. ©1996 SEGA. P.O. Box 8097, Redwood City. CA 94063. All rights reserved. 
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QUAKE • CHEATS & HACKS 


patch is a good exain]3le. Simply put the 
flamethrower PROGS. DAI' into a dedi- 
cated Qt)/\K 1 ‘; subdirectory, siicli as 
Ci/QUAKE/FLAME, and mn QuakI'; 
witli QUAKE -GAVIK KDVvlE. An\'one 
joining ) our game will also have access to 
tire flamethrower. 

Even the most elaborate QC modifi- 
cations, such as the ArCraft, can be 
equally easy to use if they are well- 
packaged. Tlie ArGraft has all neces- 
sary nilcs, graphics, 
sounds, and 3D models 
compiled into a single 
PAKO.PAKfile. Place 
thcAirCraftPAKO.PAK 
in the Ci/QUAKE/ 

AIRGR^hT subdirec- 
tory, and run Quake by 
typing "QUAKE - 
GAMEAIRGRAKl’ 

+M/\PI-IANGAR”. {If 
you’re joining a session, 
tyire "QUAKE -GAME 
ARCRA'T-f 
CONNECT’). Because 
this QC mod uses non- 
standard Quake data, 
each player needs to iivstall and run it. 

Sometimes you’ll encounter a patch 
consisting of a collection of .SRC and 
.QC files, which are raw source code. 
Ticsc need to be compiled into a 
PROCS.DAT file with the Quake C 
compiler. Keep reading and )ou’ll learn 
how simple it is once you know how. 

READY TO ROCK 'N' ROLL 

Mere’s some quickie QC tliat’ll make 
even Rimbo proud; it converts your guns 
to fully automatic fire and gives you 
unlimited ammo. /\s a bonus, your nail- 
guns w ill spit sjjikes at a higher cyclic rate. 

To start, get tire QU/\Kii; C compiler 
(QCC.ZIP). Under your registered 
QU/\kI’; director)', create a dedicated su!> 
director)', .such as Cr/QUAKE/FULU 
AU’I’O/PROGS and ]3ul all the files from 
QCC.ZIP there. 

Use a text editor to modify 
WEA’ONS.QC. I'md all lines w'itli 
‘'SELEAfTACK^FINISHED = TIME 
+ and decrease the number (#). For 
example, bump them all doss'll to 0.09009 
to increase the rate of fire to a blistering 


666 shots ]3er minute, not bad, eh? 

'lb kee[) your steroid-pumped guns 
properly fed, you’ll need an endless sup- 
ply of ammo, Hollysvood-stylc. Find all 
lines ss-itli '‘SELECURR!:NTAMM0 = 
SELFAMMO_SHELLS -#",and 
rejilace the II with a zero. Do the same for 
the NATS, ROCKETS, and CELLS. 

'Ilien mn QCCDOS.liXE from DOS 
mode, (he VVindoss's 95 DOS box, or the 
Wndosvs 95 FAplorer. During the com- 


pile process, QCCDOS svill provide 
feedback. Keep in mind that careless t)'p- 
ing ss'hile editing .SRC or .QC files can 
cause errors and force the comjiiler to 
abort. After a successful compile, tlie 
resulting PROCS.DAT will be in the 
/FULLAUTO director)', not in the 
/PROCS subdirectoiy where the .SRC 
and .QC files are. 

Congrats! You’ve created a self- 
sufficient PROCS.DAT Simply Rin 
QuakIi; with the command line "QUAKE 
-GAME MILLAUIO". Aiyone con- 
necting to joining your game w'ill ha\’e 
access to the same full-auto weapons with 
inexhaustihleammo. 

Tliat’s not all you can do w'ith QC. 

Do you want to roll in your ow'n 3D 
models and add custom sounds, graph- 
ics, and levels? Slay tuned; I’ll show you 
all tliat, as well as how to pack every- 
thing into a nifty PAKfl.PAK just like the 
QU/\ke professionals do. Same QU/\KF. 
time, same Quake page. 

V Long poses as a inikl-imnnered maga- 
zine editor for Computer life, hut he Ihes, 
breathes and sleeps QuAKli 







NOVEMBER 1996 


CG 




Dsvalaped by OreamForge Intertalnmen!. . war wind is a itademark ol Siraiegic Simuialions, li>c.;a Mindscape 
Company. Wlndows'lsa leglslcred Iradcmark of Micrpsofl CorporaliDn.'©19g6 Stralcgic Simulali'ons, Inc. All tighls [csetved. . 






Conflict 


Teacher, 
prid the lesson 
as in real-time! 


ancient, alien world of 
■ Yavaun teeters on the brink of 
JL anarchy. For centuries, four 
diverse races have tolerated a precarious 
balance of power. But a new order is in 
the wind. . . one bom of blood and fire! 

This real-time strategy game lets 
XsiS'i carry your eight favorite 
. W units from scenario to scenario. 

Advanced combat options 
include stealth movement and 
■S'i bio-mechanicaUy enhanced units. 

'*^■1 Play solitaire or choose multi- 
player and head-to-head play via 
network and modem. 

;| Online tutorial and pop- 1^^ 

up windows help you |w| 

’ learn the game quickly. BmIS 

Check out our website: www.warwind.com 
WIND0WS*95 CD~ROM IBM bbb-color SVGA displays. 


f To ordpivvli^t^ur retailer. Or call 1 
'witTi 1^a/MC'(Nortli America only). 
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AAA* A REVIEW • SHELLSHOCK 



Keep Da Peace 

Making Noise in The Hood With Eidos ’ 3D Tank Shooter 


by Mark Clarkson 





Price: $49.95 
System 
Requirements: 486 
DX2-66, 8 MB RAM, 
2x CD-ROM drive, MS- 
DOS 5.00, SVGA video 
card, Microsoft-com- 
patible mouse. 
Supports most major 
sound cards. 
H of Players: 1-8 
(LAN) 

Protection: None (CD 
must be in drive) 
Designer: Core Design 
Inc. 

Publisher: Eidos 
Interactive 
San Francisco, CA 
(415) 693-0297 
Reader Service 330 




S I ii'Ll^l lOCK, ll 1 C new fir.sl- 
pcrsoii .sliooter from Ficlos, 
ilr()])s you bcliinci the con- 
trols of an M-13 Batlictank 
with unlimited ammunition 
to l;ick c\il op[)rcssor butt all 
over the globe. To set this 
shooter apart from the 
crowd, blidos ga\'c it a dis- 
tinctly urban vibe, with a 
pounding, bass-heav)' soundtrack, and a 
collection of slang-slingin’ homie,s with 
names like 9-1-1, Oogg-Tigg, and D-Totir. 

Si IOCK’s driving model is a good 
compromise between fun and realism. 
You can control the turret sqiarately, 
swinging it around to shoot sidew'avs as 
you fly between buildings at full speed or 
behind you to slow down an\' [)esky ))ur- 
suers. Your view also dips and bobs as you 


► STARING DOWN A BARREL ShellShock’s 25 missions show a little variety. One time 
I you're out to blow up tanks and armored transports; the next time you'll be destroying 
I buildings or rescuing prisoners. 


► URBAN OUTFITTING Props will give you various 
goodies for your tank back at the home base, provid- 
ed you pick up money along the way in each level. 


► ROLL OUT THE MAP ShellShock features a tacti- 
cal map that gives you an alternate, 2D view of 
the action. Targets are highlighted in red. 


negotiate terrain and torch bad guy's. Or 
you can, ifvou're so inclined, drive your 
lank in a more realistic and com- 
[)licatcd two-track mode; each 
track has its ovv'ii forward and 
backward keys. 


HOOK ME UP, G! 

Pow emps exist in the fonn of 
supply cratc.s lying around the lev- 
els, often concealed within build- 
ings or larger crates. You’ll want to 
nab all that you can; Props, Da 
Wanlen/’ .supply man, will pay for 
them back at the Den, and you’ll 
need (he money to rqjairyour 
armor and upgrade your weapons. 
Ifyou have the cash, I’rops can 
hook you up with a targeting com- 
puter that imirroves your hit accu- 
racy, better armor, a hotter engine, 
SAM mis.silcs, or ev'cn the ability 
to call in a tank-busting A-10 strike. 

Si ,Si IOCK’s VGA graphics 

arc adequate but unimprc.ssive. 
'Ihere arc nosliadows, reflections 
or other graphical niceties. 'Ihe 
.sound quality is uneven; some of 


the spoken clips are fine, others are unin- 
telligible. 'lliere are only four save game 
slots, and you can only save between mis- 
sions, Wlien you die, you must restart the 
entire game, skip past the intro, reload a 
saved game, and skip through the brief- 
ing-an annoy'ing 30-second process. 

Still, while Si IELLSi !0CK doesn’t set 
any new standards, it is hin and loud. Your 
M-B rips through chain-link fences and 
snaps street lights like twigs, all while 
thumping music blares in the back- 
ground, And best of all, in a LAN-based 
multiplayer game you can hurl both .shells 
and taunts at your real-life homie.s.'t 


^APPEAL: First-person shooter fans 
looking for a different, urban and 
heavily armored point of view. 
kPROS: Good, basic fun in a target- 
rich environment. First time we've 
played “Doom” 


from a tank. 
^COHS: Inconsis- 
tent sound, annoy- 
ing interface 
quirks, no in-game 
save Unction, lack- 
luster level design. 
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Microsoft 


Where do you want to go today? 


Questions in my mind arc my mosl incisive a]lv. 
How vigilantly I choose my objectives lo achieve 
my mission. How I fly with finite accuracy through 
ballistic onslaughts. How I reap a plethora of new 
weapons in the midst of a multiplayer Hell’ fight via 
the Internet. How I deal with the graphic realism 
through 8 mysterious worlds intensified with Direct JD. 
Even when my thoughts sanction adrenaline charges to my 
trigger finger. A mind that questions itself can be a good 
thing. A mind that questions nothing will gel you killed. 
Read and remember, your mind is your most potent 
weapon and I've just reloaded yours. 




WE.\[‘ON> 


Fly trial version at 

www.microsoft.com/games/hcllbender/ 


LocIdy?iii6 liet Ibena-er are tradepiarks of Microsoft CorporsHoO. 


01996 Microsoft Corpora tiort. *1! rights reserved. Microsoft is a rygislfred tradeinarit and Where do you i 



Wage war in everything from icy tundra to blistering 
desert. We suggest wearing layers. 


Eject from your HAWC, steal another. Bet-jacking 
is relatively legal here. 


Destroy the enemy's HAWC delivery system and cut 
down on the number of missiles headed your way. 


Communicate with wlngmen via radio; shore 
amusing anecdotes about global warfare. 


Storm the enemy guard towers; try to 
avoid being turned into a red sinewy pile. 


BestBuy • CompUSA • Computer City Software Etc. 












mhcs 3.J 

'™“*^’";a".4rr“'’“"“'''“'^^' 

wSa»lf tOBh, . 

;"''“;t«,'f*MedHAWC.S. ■ 

S ; 

S- i 

^'J®<nrom oBe HAM*/- Ta « ^ 

-7'»-"Pb.b,;,.Ab, 4, ii 

' ®*>d Somes. ^ 




rCommond more Ihon 20 HAWCS (Heovy-Armor Vrfeopoi\s Chassis). 

.,t S^r^^^the bolliefield from your virtuol torkpi? with 
hologrophU forge^ing ojtd domogc displays. ,j ■ • 

«fxpc.T{ente ihe original somtdtrock by Jmmy QWflrd-winning_aimpi)Mr 
^:,^hr!iw8ooidmon using the superior Oirc(lSound'audio»‘!^^g|^^^.: 

Join in 8*ployer network 


i-800-556-0307 sa^*i“ 

•••■’"• "i^V-'S ' 

Download the G-NOME demi 
at www.Jthlevel.com a 
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REVIEW • BEAVIS AND BUTT-HEAD; LITTLE THIHCIES 



Price: $19,95 
System Requirements: 
IBM-compatible 
486DX2 66MHz 
processor, Windows 
95, SMB RAM, 20MB 
hard drive space, 
Windows 95-compati- 
ble sound card, 2x CD- 
ROM drive, mouse. 
it of Players: One 
Protection: None 
Designers: Brad 
Delaney and Brian 
Babendererde 
Publisher: Viacom 
New Media 
New York, NY 
(212) 258-6000 
Reader Service if: 332 


Dillweed’s Delight 

Beavis And Butt-head’s Arcade Game CD Doesn ’t Suck 

by Jeff Green 


death before ilie\’ 
march offwilhvoiir 
candy. (Bntt-liead: 

"'Ihc penalty for, sleal- 
ing is having your 
iiads fried offi’yihis 
one’s coni. 

► ’niaiikYoii, Drive 
llirough finds our 
heroes as cniplnyecs of 
a fast-food joint, 

.Itanplingtolling k OUT, 

lood at customers ■ 

before Ihc line gets „K. I = 

long. Earn c-xtra points by serving 
someone a rat burger. 'Ifiis one’s cool. 

► Change It rec|uircsyou to monitor a 
bank of 'IV screens and quickly change 
channels when something lame comes 
on. 'lliis one .sucks. 



BUTTMUNCH! Hit Beavis enough times in the 
wrecking ball and he just might notice it. 

emanating from two different orifices 
of Beav is and Bull-head’s bodies. 

1 here’s even a Bccord ojjtion, so you 
can tape your rendition of Beavis buq> 
ing “Maiy Had A I .itlle I iimb" to show 
everv’oiic wiiat a creative genius vou 
arc.’lhisone’scool. 



► JOBS SUCK Keep slinging the junk food, or Beavis and 
I Butt-head just might find themselves out of a job. Again. 


ness vviiat, biimwipe? Beavis 
and Butt-head — those pim- 
ply faced poster boys for the 
decline of Western civili/a- 
lion— are back on the com- 
puter .screen, read}’ to anno}’ 
spouses, parents and pcoj}le 
with good taste cvery'whcrc. 
l'’ollnv\ingon the heels of 
last }-ear’s adventure game 
ViR'iDAl. SiUPiDm; M'i Vs lovc-’em-or- 
hatc- 'c!n cartoon morons now star in 
Lriili ; Tl UNGIES, a collection of scv'cn 
monumentally stupid — and fun — 'inini- 
arcadc" action games. 

Miiu is the operative word here. 'lire 
seven games, which include four that 
originally appeared in Virtual SiUPIDliY 
plus three brand new ones, rrccup)’ the 
same .space in the gaming universe as 
iVliNESWEEt’ibRor Sot, riAim',— perfect for 
a couple minutes here 
and there of glazed-over 
gaming- 

LOOGIES ARE COOL! 

/Ml the games- in l .iTi i.i'; 

'l l IINC:il''_s operate on the 
siime basic principle: You 
cam points bysucces.sful- 
ly guiding Beavis and 
Butt-head through various 
acts of adolescent social 
deviancy. 

► In I fock-A-Loogic, you 
advance through levels based on v our 
ability to succc.ssfully .spit on people 
(and a squirrel) from your vantage point 
atop the ronfoftheschool.'lhis one’s 
cool. 

► In Court Chaos, you need to bean 
obnoxious }aippies (and a .squiiTcl) vvitli 
tennis balls. 'Ihis one sucks. 

► Bug luslice challenges you to use 
}our magnifvingglas,s to bum bugs to 


to catch nachos that Bull-head to,s.scs 
out a window, while avoiding iiazaids 
.such as falling toilets and a wrecking 
ball. 'Ihis one's cool. 

► I'lnallv, there’s /Mr Cuitar, which isn’t 
a game at all, but wins as the most 
audaciously immature module of all 
(and of course, it’s Ihe one that gar- 
nered the most laughs around Ihe 
CGWoffice). Here we have a key- 
board that can be .set to play “music” 


PULL MY FINGER 

Civiliziition II. this ain’t. But let’s be 
real. You know whether you want Ihis or 
not, and it has nothing to do with game- 
plav'. lf} ou appreciate Be^-B creator Mike 
judge’s lowbrow humor and hilarious 
voice work, moments like Beavis’s l)lood- 
turdliiig “Die die die!!" to llie bugs in Bug 
jusliee or Butt-head’s immortal "How’d ya 
like a side of Bull-head?” to a female cus- 
tomer in 'lhank You, l^rive'lhrough, arc 
w'orth the measly $20, Iweryone else will 
just shake their head and wonder what’s 
wrong with thev outhofloda}’, % 


^APPEAL: Beavis and Butt-head 
fans and similar social miscreants. 
^PROS: Very 
funny (for fans of 
the show), dumb 
little games. 

>CONS: Can get 
old fast; pretty slim 
on gamepiay. 
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Poor, delicate humans. Just when the flghtihg gets good 

drop dead bn you. Now a CyberGladiator, on the otherh^nd, f i^^/C 

built for some serious m^yhbm., Chooselrom, 8 diff^rentfightbr^^vy' /■ 'nl/rji^ 0 ji|^/i ijiff. 

each with their own arsenal of oyer BO diffefeht m.^yes like the Hi ' V 1 1 tij W III ||| || , t^|{l il J ij Itf K wj 
“Pyro Punch", "Spine Grin'der" and the "Humiliator.' YoUfpan eveil ' ,V»II A 

knock off your opponent's head.' And if decapitation wasn't bad ass • ^ 

enough, you can use stuff from the arena environments as Weapons like. spears, rqcks, crates and . barfelSj 3-P:,(^^efa ■ ^j j: 

moves capture the action in ten different arenas on four amazing planets Try it ahd you II see why^CybertaladiatoM f ^ gQ' 
reduces other human fighting garpes to;bloody pulps. ' ' ■' ; ;; . j ' ii ■ 


61996 Sierta On-Line, 'Inc, ■©•and /, or.^ deslanate ifademarks of; or licensed to Sierra On-Line, Inc. AH riglits/Bserved, 

'' ,l-8bd-757-77b7..http://www.sierra.corn . , ■ ' 

Circle Reader.Spiyice M/B ' ■ 



SEGAS»*FT Developed hy :^^:®I<J‘;6 SegaSol'i Ine. All rij-lils reserved. ScjzaSofi and llie SegaSofi logo are iradeinarks ol SegaSofi Ine. Uockei Science, the Rock 



Should I pa]%icipate in a game of 
"Backet Wax," sanctioned or oth er - 
wise, I will not hold Rocket Jockey 
liable for nv iviinq decapitated by 
another jockey's cable, crushed 
against the hood of another rocket, 
burnt beyond recognition by jet 
Ofhaust, or other injuries to nvself 


giv»'id 1 participate in a game of 
"Rocket Racing," I will not hold 
Roctet Jockey liable for any conse- 
quenees of niy speeding in excess of 
the legal limit. Including racming 
other jockeys, or oyself. Into walla 
ani/or pylons, as well as any damga 
to ego should I lose. 


Should I participate in a gams of 
"Rocket Ball,” l will not hold 
Rocket Jockey liable for any 
results of smashing a giant ball 
into onccnilng rockets, hurling said 


anyone ' 


? oetio, CALL 1.888 .SegaSoft 
HWH.SEGASOPT.COM 
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REVIEW • S.T.O.R.H. 



Swimming With 
The Sharks 

Shallow Gameplay Awash In Pretty Seascapes 

by Mark Clarkson 



■ Price: S49.95 
System 
Requirements: 
486DX2 66MHz, SMB 
RAM, 2x CD-ROM 
drive, 10MB hard disk 
space, SVGA video 
card, Sound 
Blaster-compatible or 
Gravis Ultrasound 
sound card, DOS 6.0, 
Microsoft-compatible 
mouse. 
# of Players: 1 
Protection: None {CD 
must be in drive) 
Designer: Virtual 
Studio S.A. 
Publisher: American 
Softvvorks 
Stamford, CT 
(203) 327-3366 
Reader Service H: 333 


TO.IIM. isn't cxoctivn 
groundbreaking I’C 
game. Put simply, it's just 
a cons()lc-.sl_\'le, side- 
scrolling action shooter. 
'Ihe)caris 2055, and— 
you giics.scd it — the fate 
of the Kartl) is inyoiir 
liand,s.'nicworld's 
resources have been 
exhausted, and now you 
must pilot the ex])eri- 
menlal submarine 
S.7:O.RM., through a 
series of undcm'atcr 
ics'cls to claim Ivirth s 
last energ)' alternative, a 
Praxillium mine. 

/Mong the way, \ ou’ll 
ha\ e to battle \ our w a)' 
past theesil dhersand 
hcasily armed sut>- 
marines of the Nuclear 
Energ)' Office, not to 


mention underwater baddies including 
gorgoas, glucsnails and giant squids. 

'llic numbers you’ll have to watch in 
vour aquatic adventure are vourammo, 

V our oxygen supplv, and voursliield 
.strength. All the.se can be augmented or 
replenished using powemps .scattered 
along your path, which can be retrieved 
via mechanical ann, diver or tiny remote- 
controlled robot. 




S.'hO,R.iVl,'s leisurely gameplay— 
strictly two-dimensional, vv'ith a sidc-on 
view— is reminiscent of the Ecco 'll IK 
noi,!'] UN games from Sega, though the 
theme is a little more violent. Ixvcls nin 
primarily from left to right, with .some 
sideways turns to retrieve ]30weru|)s. You'll 
also encounter occasional mazes and 
traps, as well as a powerful bo.ss at the end 
of every level. S.'^l’.O.RM./.s.spiced-upa 
little with rendered graphics and cinemat- 
ic cut scenes, but despite all that glitz, it’s 
only a simi^le side-scrolling platfonn 
game.‘t 

^APPEAL: Grown-up fans of Ecco the 
Dolphin and its ilk; anyone looking for 
some slow-paced, side-scrolling, 
shoot-’em-up fun. 

^PROS: Pretty 
pictures and basic, 
mindless fun. 

►CONS: Just 
pretty pictures and 
basic, mindless 
fun. 
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EYEBENDERZ 

computer animation on video 

http : / / WWW. Sony, com/ smv/eyehenderz 




CHARLES ARDAI • CLASSICS & PUZZLES 


King Kong S 
Of Mahjong 

Nine Dragons Sets One Of The Oldest Of Classics On Fire 



S 


onie gainers may 
recognize Mah- 
jong as a plot de- 
ment: in Jackie 
Chans Dnmkeii 
Master!, and 
maybeafewoicl- 
timers recall the 
clajs, back in ihc 
fifties, wlien 
Mahjung and Canasta reigned as the 
'ln\ial Pursuits of their day. But it is years 
of placing Acti\isions computer \ ersion of 
Si lANGHAl tliat generally makes gainers 
think they know a thing or two about 
Mahjong- 

Hiey don’t. \Vliile SHANCitAl uses the 
classic i\ lahjong tile set, that’s \s here the 


common elements end. S!l\NGIi\l is a 
t}pe of solitaire, sort of a cross between 
Concentration and Pick-Up-Sticks. 
Mahjong is a four-pkn'cr hand-building 
game, somewhat similar to gin Riininy. 
Wliere Shanghai takes about 5 minutes to 
learn, Mahjong takes.. .longer. ' I he best 
way to Icani to jrla)' Mahjong is to have 
been bom in Hong Kong. Baning that, 


► Chlss W\RS,/\rt Data Interactive’s 
attempt to out-crash and bash 
B.mile Chess, is nearing comple- 
tion and should be available in late 
fall or early winter. 

► We weren’t the only ones who liked 
SMARI'G/VMES: CiL'UI.ENGl' H I. it 
finished in the Top 10 unit sales for 
lire summer, ahead of such block- 
buster titles as WiNC COMH\Nni':it 
IV 'Ibis is the best puzzle title 
released so far this year, so if you 


vou need a g(H)d and patient tutor. And 
no trio of human players could be as good 
or as patient as Nine Dragons Softw-are’s 
Hong Kong Mahiong. 


FIZBIN, ANYONE? 

Pans of the original will 

remember the episode titled “A Piece of 
the Action,” in which Kirk and Spock arc 
stranded on a planet full of 192(}s-sl\ le 
gangsters, ’lb distnict a pair of guards, Kirk 
leaches them "l‘'izbin,” a card game with 
impo,ssibly complex rules. Mahjong is the 

haven’t checked it out \'ct, the game's 
available as low as S25 street price; 
check your local software store. Next 
up for Smart Caines is WoRDi’i-rW, 
due out this winter. 

► Hasbro Interactive’s ambitious 
.schedule of computer versions of their 
classic titles— B.-\rii.t'Si IIP, Risk!, 
Y/U-n'/EE, e( al—K slipping a bit. Still, 
the most prominent of these titles 
should ship in time for Christmas. 


clttsest I’ve come in the real world to j)lay- 
ing Rzbin. 

Instead of foursuils of cards, you have 
three suits of tiles: Sticks, Balls, and 

Chine.se Characters. Vou 
also have four “Winds" 
(North, South, East, and 
West), three “Dragons” 
(lh;d, Green, and White), 
and eight ‘Tiovvers” (four 
red and four blue), phis a 
set of three dice (for nin- 
domizing tile start of 
play).'nicre arc four of 
each of the 27 suit tiles, 
which are numbered 1 
through 9, and four of 
each Dragon and Wind, 
but only one of each 
flower— 144 tiles in all. Each of the four 
players gets dealt a hand of 13 tiles, leaving 
a stacked ‘'wall" of 92 tiles, unless one or 
more players arc dealt flower tiles, in 
whicli case those are set aside and the 
players who picked them must pick again. 

Play goes counlcrclock'wise, as each 
player picks a tile from the w-all and dis- 
cards one from his hand. 'Ihe other three 
jilav'crs can grab a discard even out of 
turn, but only if it gives them a "set.” If it 
does, the tiles that make up tlie set are dis- 
jrlaycd to the other jrlayers (all other tiles 
arc hidden) and play continues from the 
intemipter’s seat. 

A comirletc hand is one whose 14 tiles 
are divided into one pair and four sets. A 
set may contain three identical tiles (a 
"Pong”) or three tiles in numerical 
secjLicncc (what |3okcr ]>!aycis w'ould call 
a straight, here a "C>how'’’), You can also 
have four of a kind— a "Kong”— but in 



ii The 
Kabbata has 
fewer arcane 
numerological 
rules than 
those found in 

Mahjong. 99 
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CHARLES ARDAI 



Play Hong 
Kong Mah- 
jong on this 
month’s CD. 



Price: S29.47 -f- S&H 
System Requirements: 
486 66MHz or better 
processor, SMB RAM. 
27MB hard drive space, 
800x600 graphics 
(64,000 or more col- 
ors), 2x CD-ROM, 
Windows 3.1 or better, 
Windows-compatible 
sound. 

Protection: None (CD 
must be in drive) 
Designer: J. R. Fitch 
Publisher: Nine 
Dragons Software 
San Francisco, CA 
(415) 664-3474 
www.ninedragons.com 
Reader Service d: 344 


jfik. 


that case the fourth tile is essentially 
ignored, \ (nir Kong is treated as a I’ong 
for alt hut scoring puqxrses, and j ou get 
to draw a I5lti (or 16th, or 17th, depend- 
ing on your number of Kongs) tile. 'I here 
are also some anomalous w inning hands, 
.such as the "Seven Pairs Hand,” w hich 
has as many Pongs and Kongs in it as ils 
name .su^csts. 'lake a deep breath and 
we’ll mo\'e on to scoring. 

Wlrenyou complete a hand, \our score 
de[3cnds on w'liat 
tiles you arc hold- 
ing, what round it is, 
and what chair 
you’re sitting in. You 
get points for "puri- 
ty” (a hand of all 
one suit) and \ ou 
get points for “semi- 
purih " (a hand of 
all one suit plus 
Dragons and/or 
\\'inds). You get 
[Joints for ha\ing 
flowers. You get 
points for not hav- 
ing flowers. You gel 
[joints for Chowing 
on your neighbor’s 
discard, but you can only do so if he is sit- 
ting to your left. I'br winning off a blind 
draw you get [joints; hut if)our discard 
enables another [jlaycr to win, he gets 
points, and instead of collecting them 
from all the other players, he collects 
them all from )ou. And so on, endlessly, 
'fhe Kabbala has fewer arcane nuniero- 
logical rules than }ou find when .scoring 
\ lahjong. Pla\’ continues through the 
com[3letion of four hands within each of 
four round.s, or until the plas crs give up 
and decide to watch ;\'fe/rose Place 
instead. 

LOOK WHAT THEY DONE 
TO MAHJONG, MA 

One thing llial Mo.S'G Kong 
\i,\l l)ONG ca[jtures particularly well is the 
S'ariet)' of rules vou come across when 
plasing Malijong. I..ikc Monopoly, eveiy 
household plays it a little differently. Some 
say you can only declare a winning hand if 
your hand is not only complete hut worth 


at least one, two, or three c.\tra points. 
Some .say that discards .should he turtied 
face down, forcitig voii to hold in your 
head what cvenonc has thrown. Some 
say that vou have to pay a penalty to all 
the other plavcrs if \ou declare a w inning 
hand incoiTcctly. I IO\G K()Nc:M\II|GN'G 
has all these options built in. along with 
the option of using modem or anti([ue 
tiles, numbered or unnumbered tile.s, and 
any 3 of 12 possible op[Joneuls. 


tiles arc numbered in the anli([ue tile set 
even ifyou have the tile numbering 
option turned on.'^lhcrc is no option for 
multiple -player games or, w'hat would 
.seem to he a natural, modem play. 1 he 
Help option helps you choose your own 
discaals hut ncjt when to go after other 
jjlascrs’. 

But these arc minor ciuihblcs indeed. 

[ loNG Kong iVL-\i ))0NG docs everylhing 
a good Mahjong game should. It contains 
detailed rules (and even a short quiz) to 
bring beginners u[j to .s[jeed. It offers 
opponents at sarying levels of proficiency, 
(if vou want to win, select the 
Caucasians.) it doe.sn'i let you cheat 
either aceidentally or on piiqjosc. It 
politely points out mistakes when you 
make them. It plays a good game. And it 
scores a winning hand instantly. For this 
alone, it deseives a medal. 

Because we’re li\ing in the age of 
chrome, when even a Mahjong game 



DONT DECLARE EARLY Often, it’s best to keep a Kong, Pong, 
or Chow secret. Declaring too early reveals part of your hand to 
the other players, and it also limits your flexibility in using a 
given tile later in the game. 


'Ihcre are some minor snags. Not all 



► If you’re just starting out, click on 
the hint-suppiying sparrow before 
every discard but after you’ve decided 
which tile you would throw. This way 
you can get an expert opinion on your 
choices. 

► Always turn a declared Pong into a 
Kong when you can. Not only can you 
get extra points, but you remove a tile 
from piay and up to three possible 
Chows from your opponents’ arsenal. 


needs to feature audiovisual fireworks 
before it can attract players’ attention, 
designer J. K Fitch has thrown in some 
decent miLsic, phologra[jliic hackdro[j.s 
and portraits of the players, and little 
audio clips for when players win or lose. 
(“Yo!” says Christopfier when you clioose 
to [jlay liim. And when he loses: 
“Bummer!”) 

'Tliis is all incidental, though. At the 
core of I-IONG Kong M,\H)0NG is an 
extremely good game, rich and com- 
plex, which major game puhlLshers have 
neglected even while lhc\’ churn out the 
thousandth version of Che,ss or Lis 
Vegas Poker, It is not onl)’ strong in 
Mahjong in general, but Moiig Kong 
Atahjong in particular. I lowevcr, as 
good and slick as it is, HoNG Kong 
Mai I)0NG is currently only available by 
direct order from Mr. h’itch himself. 

Suqjri.sed? N'lc, too. Perhaps one of 
the major distributors will snap it u[j. hi 
the meantime, if you’re in the mood for 
a strong and probabl}’ unfamiliar game, 
why wait? % 


^APPEAL: Anyone who’s played 
Shanghai and wants the real deal, 
^raos: A detailed rendition of a 
classic game, with all the gameplay 
variations your family threw in for 
good measure. 

^COHS: Available 
In solitaire mode 
only, and begin- 
ners may be inade- 
quately assisted by 
the selective 
“Help” feature. 
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YOU'LL MISS 


“THE ULTIMATE, MOST 
REALISTIC COMPUTER 
PINBALL GAME I’VE 
EVER PLAYED.” 

Rick Stella JK 

Five Time Worid . 

Pinbail Champion 


THE PINBALL 


GAME SO REAL 


THIS IS 


THE ONLY THING 


With a flick of your finger, you Siam 
the silver orb north, where it expiodes 
in a storm of lights and awesome sound 
effects. No sweat, you think. But 
as five more screaming balls 
descend toward your faithful 
flippers, you realize, this isn’t a 
game for amateurs. In fact, with 
■ an ingenious regiment of ramps, loops, 
orbits, targets, sink holes, lights, and 
more, it’s the most realistic pinball 
game ever to come to the computer. 

Pit your skills against the ultimate 
pinball machine of the future. 

Experience Pro-Pinball today. And just 
think of all fhe money you’ll save !!! 


^ Four different 
action packed 
games: 

. Space Station Frenzy, Bike Race 
Challenge, Fast Frenzy and the 
Ultimate Showdown. 

^ Play six balls simultaneously. 

^ Six different table views to choose 
from. 

www.interplay.com 
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REVIEW • COREL CHESS 




Price: $59 
System Requirements: 
486-33MHZ processor, 
SMB RAM, 1MB hard 
drive space, 
640x480x256-color graph- 
ics, 2x CD-ROM, 
Windows 3.1 or better, 
Sound Blaster or compati- 
ble, mouse. Requires 
Wifisock for Internet play. 
Protection: None (CD 
must be in drive) 
§ of Players; 1-2, 
modem or Internet play 
(Winsock required) 
Designer: Artech Studios 
Publisher: Core! 
Corporation 
Ottawa, Ontario, Canada 
(613) 761-7792 
Reader Service H: 334 




Semi-Closed 

Opening 

Corel Chess Is Competent But Uninspired 


O nce the computer knows your move, it 
actually starts moving its piece just as 
your move is complete. This split-second 
timing is impossible for you to duplicate, 
so even the odds by giving yourself 20 percent more 
time than your silicon opponent. 

Corel Chess is mediocre positionally, which allows you 
to transpose into a favorable endgame. The computer 
also likes to castle kingside, even when it isn’t warranted. 
So sacrifice some pawns to open some attacking lines 
for your rooks and go after the program’s king! 


by Terry Coleman 

e.sigiiing clicks 
games for the 
computer has 
numerous ad\'aii- 
tagcs.'Micrcarc 
literally fhoiisamls 
ofCraudmaslcr 
games with w'hich 
to .stock your 
librar\'. Chess 

players love to play vvitli databas- 
es, which are themselves simple 
to design. Additional clirome is 
easy to come Ijy, in the fonu (.if 
clie.s.s problems, diagrams, and lutorials by 
professionals, many of whom work for a [lit- 
tance (stead)’ work for a chess master is an 
iff)’ tiling unless )Ou’re Cany Kasparos’), 
Chess programs ha\’e ah\'a)s been at the 
forefront of /\], and its difficult to accuse 
the computer of cheating, ixeause all 
mov es arc made out in tlic o]icn. 

So it comes as small suriirisc that 
CoRl;X Cl lESS, (he latc.sl 64-.sc|uarc con- 
tender, has many of the saiiie features as 


its predecc.ssors. But unlike the innovative 
muitimedia tutorials of 1C\SPAR0VS Ga\I- 
Rl'!' or tlic wonderful \uriet)’ of op|ioncnt 
sh’lcs in Cl lESSM-XSTER 5000, COlUiL 
Cl itlSS offers little that’s frc,sh. 

SAME OLD P-K4 

Tlic clie.s.s sets arc prett)’, as ) ou would 
expect from a company famous for its 
computer art applications. Tlicy nin the 
usual gamut from Staunton to Roman to 
Art Deco, and ifyou’ve 
never seen a computer 
chess game before, they 
might impress you; just 
don’t expect any suqiriscs 
like the infamous Dali 
board from Cl iRSS.MA.S'iiat 
/Mso, having become used 
to tlie “true perspective” 
view of CM5000, 1 was a 
bit anno) ed at having to go 
back to the same old 
three-quarter view tlial’s 
been around for .some .six 
or seven years now. 

In fairness, CORlvL 
Cl ir.SS can make you a bet- 


ter chess pla)’cr, but it isn’t as effec- 
tive as CM5000 in tliis mode, and 
it’s nowhere near llie standard set by 

HuirickAsi )L[':i'TirACi-iE:s Ci iess. 

Serious pawn [lushers will appreci- 
ate the abilitv’ to import any chess 
game saved in .PCN fouuat; other- 
wise, there’s little tJiat’s new here, 
'llic computer opponents lack style, 
as well, making this a “been tlierc, 
done tliat” affair even for tliosc 
desiring no more tlian a frin chess 
conlc-st. 

CoRi'L Cl livSS is competent, 
bug-free, and professionally pack- 
aged. Unlike a lot of multimedia compa- 
nies, the graphics gianl hasn’t embar- 
rassed itself with its first foray into the 
competitive gaming market. But games 
don’t e.xi,st in a vaenum-they must be 
compared to others in their genre— and 
despite the care with which COREL 
Cl lESS was crafted, it lacks tlie essential 
spark tliat would raise it significantlv 
above the nonn. Next time, hopefully, tlie 
designers of, say, CorI'IL Ci iess 1! will 
lake more careful aim at the coin])ctition 
and suiprisc us a little. In the meantime, 
stick wilh CMSOOO— still the best main- 
stream computer program.% 


^APPEAL: This offers a competent, 
if not teniiily original, alternative to 
CM5000, mostly for beginning and 
lawer-intermediate chessmeisters. 
^PRO% Imports any game in .PGN 
format, nice graphics; huge library of 
games; good Al, 
though not quite up 
to the top chess 
programs. 

>COHS: A lot like 
the Caro-Kann 
defense: solid but 
unexciting. 



► WHERE'RE MY SPECTACLES? A typical display 
(800x600), where the number of windows can be 
increased by going to higher resolution— although those 
2D pieces to the right reduce to squint level. 
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The only limit is 


Quick and easy “drag and 






limit 


imagination 


your 




drag 


drop” interface. 

THOUSANDS Of tabie combinations possibie. 

Hundreds of preoiade graphics or import PCX and BMP fiies. 

PAINTSHOP PRO graphics program included to draw your 
own designs. 

Multibail Play^ adjustable table angles and an Instant Replay 
feature! 

Plenty of sound effects and MIDI music 
to add! 


Play over the Windows desktop or 
screen version. 

Includes 2 READy-TO^LAy 
tables. 

TRADE your tables on disk or 
over the Internet. 

AyAJLi>\£)L,fi 
Dj I PC 
CD-POi-U 


www.2Istcent.com 
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REVIEW • THE SCI FI CHAMNEL TRIVIA CAHE 


Ybu Don’t 
Know Spook 


Or If You Do, You May Wish Otherwise 


Price: S29.95 
System 
Requirements: 486 
33MHz processor, SMB 
RAM. 3MB hard drive 
space, SVGA graphics, 
2x CD-ROM. 
Windows 3.1 or better. 
Windows-compatible 
sound card, mouse. 
Protection: None (CD 
must be in drive) 
Publisher: Byron 
Preiss Multimedia 
New York, NY 
(212) 989-6252 
Reader Service If: 335 


by Charles Ardai 




tlic success 
ofDoo.M 
called forth 
dozens imita- 
tors, the suc- 
cess of 
Berkeley 
Systems’ sar- 
castic and intelligent trivia game. 

You Don’t Know Jack, is sure to 
have an similar effect on the game 
design community. But imitation 
really isn’t eas)' if you want to dupli- 
cate either the quality or tire success 
of the game being imitated. '1 he Sct-Fl 
CuANNtxTtuxTA GAMt: is the first of what 
is sure to be a long line of epigones, and it 
demonstrates this jroint as well as any 
game could. 

Jack had its snide host, needling the 
players; Sci-Fl has its. Jack had multiple 
categories of subject matter to choose 
among, multiple-ciioiee questions to be 
answered by the first player to buzz in, 
and multiple rounds of play; .so docs Sci- 
Fi. j.ACKhad jangly,'iV-st)ic theme 
music; ditto Sct-M But JACK was a huge 
amount of fun, and Sci-1'’l bored me sills’. 



1 “No way!” So much 
forMoqrhix. 


NO WAY! Morphix should fix his Universal Translator— that 
way he might learn more than a half-dozen Earthling phrases. 


A TRIVIAL PURSUIT, INDEED 

Even the worst shoot-'em-up is at least 
a little exciting, since shooting is shooting. 
Bad tri\ia, on the other liand, is merely 
bad trivia. The trivia here Lsn’t all bad, but 
2 or 3 interesting que.slion,s out of 60 or 70 
per game doesn't leave you with a general 
feeling of having been entertained. 

The mark of a good trivia (|ucslion Ls 
that if \ou rephrase it as a .statement tliat 
includes tlic answer, tire statement is 


interesting. So; “Wliat material was used 
to bind 1953's special edition oU'eihrenheit 
-f5/? "/\nswer: asbestos. They once pul> 
lished Ra\’ Bradbuiy’s book al)out book 
burning in an asbestos binding? 
Interesting. 

But: “Who uTote 'Portraits of ITis Cliil- 
dren’?" George R R Marlin wrote 
“Fbrlraitsof Mis Ghildren.” “In what year 
was the first Theodore Sturgeon 
Memorial Aw'ard given?" T he iirst 
Theodore Sturgeon Memorial Award was 
gi\’cn in 1987. Not interesting. "Who 
uTotc,” “Who plased," "Who directed.” 
“In what year..” — these are tlie l)rcacl and 
butter of Sci-Fl’s questions. 

The fi\'c categories arc Books, T 
Gomics, Mo\ics, and “Wbmiholc,” a 
catchall of questions on astronom)’, sf 
magazines, animation, and such. Your 
“genial host” is a smartass called Moiphix 
who appears variously as an alien, a drag- 
on, a skeleton, and a robot. \Vlien you 
select a correct answer, he say's, ‘Yes!” or 
‘Yep!” or “’Ihat’s it!” When you get one 
uTong he say's, ‘YVrong!'' “Incorrect!” or 


WIN. LOSE OR 
DRAW = MUCH 
THE SAME 

The great gags and 
good writing ofYou 

Don’t K.\o\v Jack 
make it a fun game 
even when you lose. 
The few' questions, 
plus a “speed round,” 
are just enough to sate 
the appetite rather 
than sicken it with sur- 
feit.. -hid w'hcn tire 

game is o\'er, the best is still ahead; exquis- 
ite ])arodics of TV commercials play while 
vou hear the game show “studio” shutting 
dow'n, 

In Sci-IT, things are more eut-and- 
dried; question, answer, question, 
aasu'cr. Seventy limes, question and 
answ'cr. And then, when y'ou ha\'c 
an,sw'ercd all the questions, the game 
just ends, willi barely a w'himpcr, much 
less a bang. 'Ihc only reason this isn't an 
anticlimax is that what came before was 
something of a whimper itscTf.% 


^APPEAL: Hardcore sci-fi fans only. 
Who else could care how many years 
The Man From UNCLE ran or who 
wrote “Enemy Mine”? 

^PROS: If your friends aren’t willing 
to quiz you on your ■ 
knowledge of sci-fi [ 
minutiae anymore, 
here’s a computer 
to take their place. I 

^CONS: Most I A 

people would | 1 


rather have friends. 
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MAIL 


onthehitmom 


Save 20%-50o/o 

Any of the following Interplay WIN '95 full version tillesllimif one rebate per title) between 
1071/96 and 12/31/96. Oieck all titles purcbased: 


Tempest 2000 ; .Beat the House f 

Shadoan ■ Solitaire Deluxe [ 
Mario FUNdamentals : iChess Males ■ 


I Omar Sharif On Bridge 2 
iTommy “jFlipper 
Mario Teaches Typing 2 


1 . Proof of purchase (original UPQ from each product package. 

2. Original cash register receipt(s) with store name, titfe(s) purchased, and date(s) of purchase arded 


IS original completed certificate In a stamped envelope to; Interplay WIN '95 Blowout, PO Box 19129, 
livine,CA 92623. 

RECEIVE: A $10 dieck by mail for each title purchased, (6-8 weeks (or pracessing). 

Name BIrthdate / /_ E-mail address_ 


rEqusSlSWllI 


:;|996lnte 




Babbages • Best Buy • Circuit Qty* Comp USA* Computer City • Egghead • Electronics Boutique • Fx/s • Good Guys 
Hastings • Incredible Universe • Leachmere » MediaPJay • Sears • Software Efc. • Wards • Tower Reconfe •Video • Books 


Circle Reader Service #122 All coj^ights and trademarks are the propert}' of their respective owners. 








AClU/i.L30GfcM£PU< 


Designed for 


Microsoft' 


Windows’ 95 


Non-stop AIR, GROUND, AND : 

hand-to-hand comdat 

Multiple plating options 
INCLUDE Rail, Panoramic ■ 

and. PANOCUDIC MODES iy . 

Non-linear 3D game plat 
Standard-setting GRAPHICS: 

IT S LIKE PLATING OTHER ■■ 

games' cut seduences!" 
Infinite replatabilitt 


Ravage us ok the iveb at m.iHscAPE.coM/nAVAGEOCX 
OR GALL 1-800-510-1791 FOR MORE IKfO. 

Circle Reader Service K21 1 


Ravage D.CJ("'&1996 Inscano. All rights reserved. 
IVDcrosoti. Windov/s. and the Windows logo are 
registered trademarks ot Uicrosott Corooraiion. 



DENNIS HcCAULEY • SPORTS 


New Players 
Hit The Gridiron 


Three Expansion Teams Train for The Digital Football Playoffs 



D t’s luinian nature to pull for 
tile uiiclerdog.\\^at kid 
doesn't cheer when the 
neighborliood bully finalh’ 
gets his? Docs aiuoiie out- 
side Chicago or Dallas root 
for the Bulls or Cowboys 
anymore? 

A similar state exists 
among com[)uter football 
sims. Forsescral vears Sierras FltONT 
R\GK SPORrrS; FooniAU, i’lto series has 
]:layed Goliath to every'one clse’s David, 
Of course, there’s been a reason for 
Front Pace’s success. Sierra’s series has 
been ver\', \’er\'goocl. Ijreaking new 
ground and winning three CGW Sports 
Game of the Year awards along the \\a\'. 

But with SI billion in annual sales, the 
sofhs'are gaming market is an intensely 
com[3ctitivc arena, klvcn Goliath can’t 
afford to kick back, al tl loiigh that’s u'hat 
Sierra ap))cared to do last 


year, My CGW review (March) of FPS 
kbaiUALL Pro ’96 noted the malaise, 
and nianj' gamers seem to agree. Quite a 
few I''ront Page leagues eschew the 
most recent edition, sticking w ith, '95 
iirstead, /\nd for the first time in years, 
Fron'I' Page fumbled the GGW Sports 
Gan ic of (he Year crowar, which w'ci it to 
NBA 1 ,1W 96. Rival sports game compa- 
nies have also noticed Goliath’s mis.slep. 
Like sharks smelling blood. Sierra’s com- 
pelitors ha\'e retooled and swarmed into 
the current football sea.son loaded for 
bear — I’ront Page bear. 


NEW KIDS ON THE BLOCK 

'I he frantic competition should re,suit 
in a fascinating year for football sim pla)- 
ers. Front Page is back, but will be fight- 
ing that feeling that comes from an 
extended stay w'ith the same system. 
Coirsequently, this year’s cxeitement will 
likely come from one of the three big 


Dennis's 15 Best Sports Gaines Of All Time 


1. Freni Page Sports: Football Pro ’9S 

Sierra 

. Tc 

2. NASCAR Racing 

Papyrus 

PC 

3. Links 386 

Access 

PC } 

4. Eail Weaver Baseball 

EA 

PC/Amiga 

5. NBA Uve 96 

EA Sports 

PC ...j 

6. NHL Hockey 96 

EA Sports 

PC 

7. Front Page Sports: Baseball '94 

Sierra 

PC 1 

8. FIFA Soccer 

EA Sports 

PC 

9. Crantl Pi!x2 

Microprose 

. — -pc~I 

10. NFL Cballenge 

XOR 

PC 

11. Tony LaRussa Baseball 3.0 

Stoirnfront Studios 

PC 1 

12. Pro league Football '95 

IBM/Microsports 

PC 

13. Strat-Q-Matic Baseball V6.2 

Strat-O-Matic 

PC/Mac \ 

14. Baseball lor Windows 

Miller/APBA 

PC 

15. Virtual Pool 

Interpl^ 

Rg.J 


graphical sims that are making their 
debut. I can’t remember a football season 
with more hotly anticipated releases, or a 
showdown that’s had as much of a playoff 
feel. So who arc the rookies who are tak- 
ing on computer football’s wily veteran? 

Emerging fcin the misty' shores of 
v'aporland, FA Sport's jOHN Mai^i^iIvN 
Fooiua! .1, 97 w'ili make its long-awaited 
debut on the PG. It w'as expected last .sea- 
son, but I’A decided to red shirt JM F for 
one more year. We'll know soon if the 
extra conditioning paid off when this con- 
sole hit blit’/es the PG for the first time. 

Lev'craging the riches of ABG and 
Disney, Overtime Sports’ first game ss ill 
be Monday Ngi ri' Footb.-\ll, a multi- 
media extras-aganza that’s after the glitz 
and e.xcitement that pro football brings to 
prime-time TV (For a scouting report on 
MNF, check out Terry' Golcman’s 
detailed preview- in the September issue.) 

nic third, and in some w-ays most 
intriguing FRONT PACE rival is Legend.S 
FoarBAi.1. ’97. Accolade has pinned its 
hopes on 1 T’lGl^lNtlS after three seasons of 
UNNii;ci';ss/\RY Roughness, Wliilc every 
game has a hook, Lec:ends’ is unique, 
promising authentic NFL play across four 
different eras: 1932, 1950, 1968, and the 
present. iTom the leather helmet days to 
Steve V'an I3uren to Gale Sayers to 
Emmitt Smith, huh? OK, Accolade, 
you’ve got my- attention. Wliat now? 

! 'd lie thing that’s getting the mo.st 
I hype,” eonfinns tire game's producer, 

; Kevin Idogan, “is the Lf.CENIYS concept, 

' which is the ability to play in multiple 
i eras. But 1 think that u-hat’s really going to 
* .set it apart is its play value— how' intelli- 
i gently it plays and how- much fun it is." 


ii Sierra's 
competitors 
swarmed into 
the football 
season loaded 
for bear — 
Front Page 
bear, ipp 
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DENNIS MCCAULEY 


Rcforc signing on Accolade, 

I logan worked for lv\ Sports on big- 
nanie console projects like Joi IN M\[> 
l-JI'jN K()0 IB/\1,U Ni IL l lOCKLYand RlU, 
W^LSH Cou.i-;gf: Foo'IBAll 
reccniK’ intcmi]3tcd the 1 -EGENI^S pa>- 
diicer's hectic schedule long enough for 
an in-depth interview about his new foot- 
ball title, from tlie ground up, Ll'r.IvNDS is 
a completely original product. 'I hat’s good 
news for gamers who were unimpressed 
with Unnegessaiiy Rougi ini^ss. 

I here’s actually nothing of UR in 
1 .1'iGt'iNDS,” [ logan explains. “We decided 
we got as much as wc were going to get 
out ol that engine, and that if we were 
going to be competitive with Fkont Pac;!'; 
we needed to .start from scratch." 

liasier said than done. For Mogan, the 
key was finding the right developer. I le 
cho.se Saffire, an art hou.se that primarily 
.supplied graphics up until it made a 
recent move into game development. 
Prior Saffire credits include WaWE 
CiyifZkA' 1 lOCKEYon SNFS, and 
I [.^01^,1.95 for Sega Genesis. 

Given the large dose of console game 
experience behind the Legends team, 
and the fact that PlayStation and Saturn 


who |)refers a good mi.v- 
lure of an arcade game 
with a lot ofurbiist fea- 
tures. It's a difficult 
tightrope to walk. W'e 
want it to be as statislicalK’ 
accurate as po.ssible, but if 
we have to make a deci- 
sion between play value 
and statistics, we’re gonna 
go for play value." 



FOLLOW THE 
BOUNCING BALL 

Pro football has under- 
gone .several distinct evolutions during its 
historv'. iVlodcm NFI , strategv' is vastlv dif- 
ferent fmm that in 196S, let alone 1932. So 
how would the Decatur Staiejs fare 
against the jaclcsonvillc Jaguars? 

1 logan’s an.sv\ er: "196S obviouslv isn’t as 
different from today as '52 w ould be. 'Ihe 
differences are going to come out in the 
way each team jrlays. 'ihe ’68 Colts (NFL 
champs) liave a run-oriented, old-school, 
ball-control offense, whereas today vou’li 
see quite a bit more |)assing. So there’ll be • 
a .significant difference in the plays that 
they choo.se. If you’re playing in '68, the 


MEN IN TIGHTS In NFL LEGENDS, you’ll be able to fulfill 
your leather helmet fetish when you face '32-era he-men 
against the piastic-helmeted sissyboys of the ’90s. 


i ► Well, the ’96 baseball season is coming to 
I a close, and one of the computer expansion 
: teams didn’t quite make it. out of the dugout 
i and onto the playing field. Virgin’s Grand 
! Slam '97 (formerly Grand Slam ’96) is now 
i expected for a first-quarter '97 release, in 
time for the opening of next season. 

► Also delayed until early ’97 is the PC ver- 
sion of VR Sports’ VR Golf. {The console 
versions should be out before Christmas.) 

^ We had a chance to play a late beta of the 
PlayStation version in multiplayer mode, and 
it’s looking quite promising, with cool graph- 
ics and some of the best, funniest play-by- 


play we've heard yet In a sports game. Keep 
your putter polished for this one. 

► Answer: A Macintosh bowling game. 
Question; Name the game least likely to be 
stolen from CGW's game library. Having got- 
ten that cheap shot out of the way, let us 
now note, for the record, that the upcoming 
Alley 19 Bowling is being made by Starpiay, 
creators of two of the two best pinball simu- 
lators ever made: Crystal Caliburn and Loony 
Labyrinth. So if you’re a Mac gamer, and a 
bowler, this 3D bowling sim (with four-player 
network support) may be good news, espe- 
cially given the dearth of Mac sports games. 


versions arc due out as well, tlic oljvious 
t|Ucstion is vvlietlier gamers can look for- 
vv ai'd to a football simulation or SoNic; 

’ I ) II;. I lEDGEl lOG in shoulder pads. 

1 logan didn’t waver in his design philoso- 
phy cmpha.sizing gaming over siniulaiion. 

‘T’or jrcople who are into extremelv' 
accurate statistics, LeCIvNDS may not 
appeal lo tlicm as much as to .soinelx)d>' 


things that will he different arc the sladi- 
uins, the league rules, the music, the 
ap[)earaucc of tl ic players, and the overall 
look as you switch eras, 'llic Covvbo)^ will 
definitely hav'C to vary their strateg}' play- 
ing in ’68 because of ihe mic 
elianges— things like hash marks being 
farther apart and goal posts placed at the 
front ofllic end zone." 


In the look-and-feel eategorv; 1.,I':gI'.N1:)S 
includes 5D rcnditioiw of all 30 current 
NT’l , .stadiums, as well as a rc[>rescntativc 
venue for each of the no.sfalgic [}eriod.s. 
With plavers from different eras competing, 
some fascinating matchups are possible. 
Can Craz)' I A‘gs I lirsch beat Neon Deion 
on tire post pattern? Just how d<K‘s a game 
mesh the sniallci', slow'cr plav'crs of vestcr- 
ycar with todav’'s lighining-fasl behemoths? 

I'br Accolade the answer came through 
historical rcscarcli and statLstical analysis. 
I-Iogaii docs admit to a certain degree of 
subjectivity, c.s|)ccially for the duslant eras 
where slats arc not available, lu .some 
cases, the designers had to rely on nevv's- 
paper accounts lo a.ssc.ss strengths and 
weaknesses of individual players. 

Legemts has .some intriguing features, 
but can it flush l-’ROM' l^AGi'. out of the 
pocket? “ I tliink that we’re going to get a 
subset of people that have been longtime 
! ’RON'f l?\Glv SfOiCfS fans." llogan pre- 
dicted. “l'’RONri' Page is a great game, but 
! don’t think tliev 've done enough in 
recent years lo enhance lire game and 
keep tiieir customers. I think there’s an 
opportunity to go in and steal .some of 
them. Rut KroN'I' PAGIvalso is a bit of a 
different market.’! here’s overlap, but I 
think they lend toward Ihe slats side of 
things, where we're tending toward the 
playability side. 'I he real trick is figuring 
out the way to make it stand out, because 
there isplenl\’ofcorn|}elilion out there.” 

'Ihat there is, and for computer football 
fans growing wear)' of the .same old thing, 
that’s v'crv' good news. 1 x)ok forward to an 
exciting Nl''L,sea.son.% 




OCTOBER 1996 






Next time you 

crash your !*C^ 

do it 

enif over end. 






You're drofting cor 58 down the 
front stroight when he loses his 
reot end under broking. 

Exploding from your 

blind spot, cor 64 pitches violently, reducing your 
crumble zone to on occotdion nnd sending you in o 
screoming powerslide 
to on up close ond 
personol with 5 tons of 
immovoble concrete. Welcome to Driver's Ed 
Doytono style, where unrivoled fnst twitch 

response, searing frome rotes and 30 
polygon graphics leave you soaked in the 


im 


ultimate adrenaline rush. Juiced with 
4-wheel drifts, powerslides, drafting 
and end over ends, it'll suck you in, 
red line your heort ond spit 
you out at 200 mph. It's Daytona USA specially 
enhanced for Windows® 95 ond it's only from 
Sego Entertainment. 

Everything else is 
just sucking exhaust. 


USA 


http://www.segn.com/segapc/ 

(888)SEGA-SALES 
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Price; S79.95 
System Requirements: 
486 DX2 66MH2 (Pentium 
90 recommended), 12MB 
of RAM (16MB to run 
from Windows 95), 65MB 
of hard drive space, 2x 
CD-ROM drive (4x recom- 
mended), VESA-compliant 
video card with 1MB RAM 
(2MB recommended) 
capable of displaying 
800x600 resolution in 32K 
colors, 8-bit sound card, 
mouse; math coprocessor 
required. 
Protection: None (CO 
must be in drive) 
Program Manager; 

Roger Carver 
Publisher: Access 
Software. Inc, 
Salt Lake City, UT 
(800) 800-4880 
Reader Service d: 336 
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Links LS Lets You Play Like A Pro, With A Pro 


by Denny Atkin, Sr. 

'll) on the first Icenl (iUrobe 
( loiinlr)' Club. A slight bree/e 
nisllcs the leaves w hile birds chirp 
in the background, Arnold Palmer 
has just hit a long, straight tcc 
shot. 1 get in po.sition and .saving 
av\'a)'. ’ I he game is on. 1 lore 1 am, 
fulfilling a “can’t possibly ever 
ha)))5cn to me” life’s dream, teeing 
off against Arnold Ihlmer, pro 
against circanicr, in mateh play. Myshot 
soars down the middle and lands softly in 
the fairway, just beyond Palmer’s, I miir- 
miir to myself, 'You’re away, Amic.’’ 

Welcome to the world of Links 1.5, the 
latest attem|)t by Access Software to rede- 
fine the computer golf game. And like its 
esteemed ancestors— Liv\i')l;',R Bo,\Ri5, 
Links and Links 386 Pro — this game’s 
technological firsts and gamepiay 
enhancements could very'wei! make it 
the golf game to beat for years toeoine. 
Will birds chir]5ing in the background, 
divots and tees flying, and realistic ball 
flight, Links LS puts \ on on the fain\ ay 
like no PC golf game ever has before. 

WELL-TENDED GREENS 

Much of game's realism is tire work of 
an amazing new rendering engine, w hich 
su])|)orls resolutions mnging from 
80()x6()() to I6()0xl2{)0 and beyond, in 
color de])ths ranging from BZ.OOQ to 16 
million colors. 'ihis iinprecedenieci detail 
really' rev'cals ground, grass and sand tex- 
tures, highlighted by shadows and even 
fog. It also significantly enhances the 
game's 30 feel, h’^vaetly how' much detail 
you can display de])cnds on your video 
card. With a IMP card, 800x600, 16-bit 
color is the maximum, while a 2MI3 card 
w'ill let you play in 800x600 2-f-bit color, 
or 102-1x768 16-bit. 

1.,INKS 1 ,S has moved mo.st of the shot 
controls to a new' retractable control 
])ancl, giving you a more open view of 
your actual shot. If you want to make a 



club selection, spot the pin or adjust your 
stance, just move voii mouse to tlic bot- 
tom of tile screen and the panel pops up. 
As you mov e the pointer across various 
options on the panel, labels pop up to 
explain each button’s function. Moving 
the pointer acioss a clul) shows its maxi- 
mum hit distance, a feature beginning 
duffers will appreciate, (hily' ihc swing 
gauge (visually enhanced but similar to 
the one in Links 386) and .slope, lie and 
wind indicators remain on ihe screen 
once all setup decisions have been made. 

In addition, side, overhead, pin and 
other view's are now available in windows 
tliat v'oii can pop up, resize and place on 


two generic male duffers and a female 
golfer — arc larger, more Iluid and more 
varied than those in LiNK.S 386. Palmer’s 
swing ])iocess is particularly aulhcnlic, 
including his characteristic gyrations fol- 
lowing each shot. Adding to Ihc realism 
are Arnic's colorful comments, such as, “i 
was mov'ing off that hall, ” “’lliat is much 
bcller,” and even the classic “I ooks like 
you hit the tree, )im.” 

In addition to the eybcr-Amie, you can 
.set lip both human and eonipntcr players; 
the latter add a much-needed sense of 
compelilion to ibis game. Choose a golfer 
animation, pick from 63 shirt colors (.some 
of wliieh only' a true golfer would w'ear) 



your screen as desired. If you close these 
windows after setting u]:) y'our shot, though, 
you'll find a s])eetaeularly realistic view 
which includes every' mound, tree, l)ush, 
cart path (y'ou actually sec the carts parked 
to llie side in some of the shoLs), .sand trap 
and even ball vvaslicr in the vicinity'. 

FORE PLAY 

Access has improved more fluin just 
tlic .scenery. 'Ihc new golfer aiiiiiialion — 
which includes /Vnold Palmer liimsclf, 


and sel Iheir ability level anywhere from 
amateur toehampionship. You can micro- 
manage the abililies of computer players, 
giving Ihem heller skills at certain kinds of 
shols. A point system lets you rate a 
golfer’s overall skill, and even makes po.ssi- 
hlc contests to, for example, create Ihc 
best overall computer golfer using TOO 
skill [xiinls. 

Golfers will a[)])reeiale the new choices 
of game style— you can take on players in 
^ latch Play, Be.st Ball or Skins games. For 
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Choose from 29 NBA, 2 all-star, or up to 4 custom teams. Qr Pla^'er Intelligence based on real 

ITBa coaching. With motion capture oi' TIBa stars, you’ll virtually i'eel the rim as 
you levitate high over the arena. Play with up to i'our hoopsters on a PC using 
joysticks or gamepads. Or you can take on multiple players in real time via modem 
or network. And installation? It’s a layup with iiicrosoft® Windows® 95. Want a pre- 
game warm-up? Checkout www.mlcroaoft.oom/sportB/alanduBk/. Then get ready to lose it. 


TOM, 

this surely won't 
help matters any. 


Pinally, some PC roundball that 
lets you play just like 
in the gym. In other 
words, like a maniac. 



Microsoft offers a line of sports games for the terminally competitive. 


Microsoft 

Where do you want to go today?’ 


81996 Microsoft Corporation. All rights reserved. Microsoft and Windows are registered trademarks and Full Court Press st\6.Phere do you went to go today? are 
trademarks of Microsoft Corporation. The N8A and individual NBA team identifications useo on this product are irade'i.arks. copyrighted designs, and other 
forms of intellectual property of NBA Properties. Inc., and the respective teams and may not be used, in whole or In part, without written consent of NBA 
Properties. Inc. ©1996 NBA Properties. Jnc. All rights reserved. 






Now on PC CD-ROM for Windows '95! 

11, Frank, and DanQ*,play-by-play analysis, QoPeal time play calling,., internet play,,, 
>tats downloadoc,30 NFL teanis/1500 star players,,, Win '95 native, ,,TV-style replays,,, 
advanced 3Do,, multiple camera angles,, .check us out at http://www,otsports,com 



Available for PC CD-ROM for Windows '95. ABC's Monday Night Football is a registered trademark of ABC Sports, Inc. Stats is a registered trademark 
of Stats, Inc. Officially licensed product of Players Inc. The Players Inc. logo is a trademark of the NFL Players. NFL team names, logos, helmet designs 
and uniform designs are registered trademarks of the team indicated. NFLand the NFL shield are registered trademarks of the NFL'7© 1996 NFLP. 
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my first g;iiiic with Amic, 1 cliosc M;ilch 
Pkjy lhL‘ oldest and most traditional fonii 
ofcompelilion. \V!icn taking on luiman 
j>la\ers, \<)u can c(>m|)ctc on a single 
machine or connect \ia modem or local- 
area netw ork. ’ f he I iitrobc course and 
simulated Arnold Palmer included with 
Links l,Sare just the lirsl enliies in 
Access’s new 'lour Player Series. Other 
famous [rrofcssional golfers will follow, 
along with their home courses. 

COURSE WARE 

i'bllowing my match with Amic, I ven- 
tured to the windsw ept coast of Maui to 
play the famed Kapalna Village and 
Plantation courses, also included with the 
game. Astriking difference to tlie 1 lawaii 
courses is alwajs knowing in which direc- 
tion the ocean lie.s, thanks to the crisp 



environmental 16-bit 3D stereo sound. 

Asa thank-you for longtime Links 
supporters w ho ha\c already iiwested in 
the numerous add-on courses, Access 
has included 17 of the SVGA courses 
used with I .inks 3(S6 Pito and i.,lNK.s 3S6 
CD on di.se 2 of the threc-CD set. 
Simply point I .INKS I ,S at the disc con- 
taining the original course, and the |}ro- 
gram will install an cnlianeed LS version. 
.'Mthough these courses don’t quite 


inateh the image quality or offer the ani- 
mated lly-bys of the native LS courses, 
they are enhanced significantly from the 
originals. 

ACE IN THE HOLE 

I,.INK.S 1 .S is more than just a mn-of- 
ihe-mill franchise ujxialc — the interface 
changes and more realistic sound and 
gra[)hics give this classic golf game a rcallv 
new feel, w hile new match ])lay against 


X ' - • ithough I couldn’t wait to get to the golf 
game with Amie, the standout extras 
included in the three-CO-ROM package 
turned out to be thrilling additions for any 
real golf fan. Two virtual reality 3D tours— Kapalua’s 
Plantation Clubhouse and Arnold Palmer's office and work- 
shop-use the engine from Access’s The Pandora Directive 
adventure game to let you walk from room to room and 
zoom in on specific items of interest. 

The virtual tours are amazingly accurate. You move 
freely down the hallvi^ of the opulent Plantation course 
clubhouse. Make your way down the circular staircase to the lower lobby where you’ll find 
the Victory Wall, on which past Kapalua champions are displayed. In all, 93 points of inter- 
est are explained with a simple click of the mouse. 

. Arnold Palmer fans will love the virtual tour of Arnie's workshop, office and traphy 
room. 1 really enjoyed the feeling of being there, in my idol’s private place. Also, video 
footage allows us to listen to Fulmer’s insights and recollecbons of his PGA and Senior 
tour memories. In addition, two video tours are included: Kapalua, on the island of Maui, 
and the story behind the legend of Arnold Palmer Finally, video fly-bys are available for all 
the holes on the Links LS courses. 



Amie ;iiicl other pro golfer.s gives 1 ,iNK.S 
I ,S a inueli w'elcomeci competitive edge. 
And, lest anyone tell yon that playing 
computer golf is a waste of time, the 
jdaycr animation Is .so great that you could 
actiiallyget .some good ideas forirn|Dm\- 
ing your real-life golf suing and course 
management through thoughtful playing 
of this game. Perhaps ilie oiil\’ improve- 
ment thus golfer can .suggest would he to 
allow the player to he positioned any- 
where in the teeing area when setting up 
for llie shot. All in all, howe\'er, this is a 
great waj' to s|3cnd a Saturday when the 
real links are rained out. 

Viilike I he simg-challengcd, flight aiin- 
fixaled }r. edition. Denny Atkin Sr. is most 
(It home on a golf course, os is e\'idenced 
by his recent capture o/ the 19% Club 
Clumipion, I landicop l‘'light title at 
Oivgon's'lhalatin Coi/n/ry Chib. % 


^APKAL: Computer golf fans look- 
ing for an accurate, realistic golf sim. 
^PROS: The “Like being there” 
sounds, textures and animation com- 
bine to make this simulation a real 
golf fan’s delight. Multiple match 
types plus modem/network play 
expand the game’s 
playability. 

►CONS: Other 
than slow render- 
ing times, hard to 
find any. Perhaps 
the chirping bird? 
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PHILIPS 


Now you know how close to the game you’ll get with Total Control Football™ 
Where you're not only the player, but head coach and general manager as well. 

And where you have more to lose than just the game. 

For more information and a chance to win 
the NFL experience of a lifetime, visit our Web site. 
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http://www.philipsrTiedia, com/games Reader Service #284 


For information, call 1-800-8B3-3767. 

Ths NFL Shield design Is a registered trademark of the National Football League 
© 1996 Philips Media, a division of Philips Eleotronics North America Corporal! 
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f^^'fional Champion 


Win tickets to the Final Four* 
Visit our website for info. 
http://www.im.gte.com 


GTE Entertainment 


64 Division I Teams 
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Price: S59.95 
System Requirements: 

4860X2 66MHz, 
Windows 95 or MS-DOS 
5.0r, 26MB hard disk 
space (60MB recom- 
mended), SMB RAM 
(12MB for Windows 95), 
1MB SVGA VLB/PCI 
video card with VESA- 
compatibie driver, 2x 
CD-ROM drive 
{4x recommended). 
Protection: None (CD 
must be in drive). 
Developer: £A Sports 
San Mateo, CA 
(415) 571-7171 
Reader Service #; 337 




Hit Parade 


Triple Play 97 Is Flashy, Arcade Baseball 
At Its Best, But Sta t Geeks Beware 


by Jim Gindin 


[ A Sports is kind of like the 
Micluiel Crichton of com- 
puter sports gaming. Like 
Crichton, who has perfected a 
ca]3tivating stor}'-tciling fomui- 
la in his novels (Jurassic Park, 
Disclosure, et al) that eschews 
realism or social significance 
hut nicely stretches the imagi- 
nation, EA Sports creates 
games that arc just plain fiin to have on 
the hard drive. 'Ihc company's new entr)' 
into the vast baseball market is'l’lllPLE 
FL/\Y 97, a smooth, attractive bundle of 
hitting, fielding and pitching, that, like 
tiieir other games, is loads of fun to play 
but will leave statistical i>urists frowning. 


BALL BUSTER 


Wdien evaluating Triple PL/\v 97, 
arcade gameplav' is everylhing. E.A deliv- 
ers top-notch SVGA graphics in a seam- 
less, smooth-scrolling playing field. 'Ihe 
game has an excellent-looking batter/ 
pitcher interface. Players have inclMdual 
freights, weights and skin colors, so short, 
muscular pla)ers look a little Kirh\’ 
Puckettish, while lanky pitchers resemble 
Randy johnson. 'Ihis gives the game a 
neat, polygon-like personality'. 

/As the pitcher, y'ou can select fronr nine 
pitches, and then guide the pitch by' mo\'- 
ing the pitcher right or left on the mound. 
Ibuching or holding the joystick mov es 
the pitch in a certain direction. It isn’t 
real baseball — the location of a pilch 
shouldn’t be chairgcd once thrown, obvi- 
ously— but it is w'eli execut ed. Getting a 
feel for throwing outside the strike zone 
and making the computer batter swing is 
\ ery important in this game. 

From the hitter’s perspective, setup is 


more like real life, ’lire hitter .selects an 
ojjcn, e\ en or closed stance, and can then 
move witliin the batter’s box to select an 


optimum position for swinging. Swinging 
the hat requires a button press. If you hold 
die joysbek down, you get a ground ball. If 
you push it up, you get a fly hall. TRIPLE 
PbW 97 docs not force you to select an 
area of the [jlate to swing into. After play- 
ing many different competitors' gamc.s, 1 
think this was a good decision, 'llicre .sim- 
ply isn’t any w'ayy w'ith current visual tech- 


nology, to properly .simulalc the perspec- 
tive of facing a real pitcher. /\il attempts to 
force players to .swing in a particular area 
of tlie strike zone results in fnistration; vou 
need to retrain y our brain to recognize 
specific pixel paths to make tliat kind of 
choice. 

In 1P 97, ail you worry about is trying 
not to sw’ing at inside or outside pitches. 
You’re not going to walk, so timing the 
swing is everything. Unfortunately, once 
contact is made, realism deteriorates, 'lire 
stance and your .selection of whether to 
.swing with an uppercut almo.sl entirely 
detennine wfiere the ball goes. If you 
select a closed stance, vour batter w ill pul! 
everything. If you use an open stance, 
everything will go to the oppo.sile field. 

I lilting and pitching also seem very 
streaky. Some innings, y ou can’t buy a hit. 


Other innings, you’ll get (or will give up) 
six runs without even thinking about it. 

Fielding is a little quirky. You can have 
your fielders automatically guided to 
where the ball will land. Otherwise, ifyou 
o[)t to do it yourself, you’ll have to pump 
the joystick button to get them to move at 
any'thing cjuickcr than a molasses-like 
pace. Once the players reach the bail, 

throwing to ihe cor- 
rect l)a.se can be 
tough, especially 
since these players 
can throw like 
DNA-manipulalcd 
monsters. /\ny out- 
fielder is capable of 
zip]3ing a one-hop 
strike to the catcher 
from 400 feet. 

Ifyou don’t hit a 
home run, you will 
almost certainly hit 
a single with one- 
base advancement. 
/\nykind of extra 
advancement is difficult, and usually 
results in a co,stly out. Even computer-con- 
trolled base running is a little brarre. It's 
not unusual to see a runner just a few feet 
from scoring from second base on a single 
turn and head back to third when the cen- 
ter fielder starts tlic tlirow. ’ I his part of the 
game needs a lot of work. 'Ihe o[>lion for 
even fastci'. but riskier, throws w ill add a lot 
to the game once the kinks are w orked 
out. 

CHROME JOB 

Since 'rillPLE Pt av 97 was developed 
simultaneously for console systems, it’s 
designed to nin entirely from joystick or 
gamepad input. This gives the action 
game itself a v'cry smooth feel. FA has 
mastered this type of interface. 'Ihe 
game moves from module to module 
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THESE REMARKABLE 

ADVENTURES 

BEGAN A LONG TIME AGO 

I N A GALAXY 

FAR, FAR AWAY. 

(THE PRICE, HOWEVER, IS QUITE DOWN TO EARTH.) 
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REVIEW • TRIPLE PLAY 97 





with attractive, cir- 
cular menus. 

V'icwing the game’s 
limited statistics, 
ho\s'cvcr, is a bit 
tedious. Setting or 
changing a lineup is 
vcr\' difficult, and if 
you make an in- 
game mistake trying 
to figure out player 
changes, you cannot 
undo that change. 

Adding the use of 
mouse input, while 
\iolaling the con- 
cept of a pure, con- 
sole-like game, would have helped this 
PC version. 

TP 97 sounds great, however. The 
game’s ambient sounds arc cool, and 
sou can select from a few unobtaisis'c 
background musical themes. 'I’he play- 
by-play is coherent and doesn’t attempt 
lo describe cveiything, a mistake other 
designers have made. While player 
names are provided, announcer Jim 
I luglvson is a namc-mangler who would 
make l-larr\' Carey proud. No one 
should tiy to say ['Apos shortstop Mark 
Grudzielanek’s name without help. 

TP 97 also features a 1 lomc Run 
Derby that has more ajjpcal than the 
game itself in a purely areadc scn.se. You 
can choose one or more players to par- 
ticipate, tficn select a ball[)ark and 
(optionally) some attributes about the 
computer pitcher, 'llicn you simply tr)’ 
to hit the ball out of the park. It can be 
used for learning the liming required to 
hit fastballs and curves, and the program 



[ THE SUN WAS IN MY EYES You might 
want to think about letting Trifie Rj\y 
handle fielding automatically, unless you 
enjoy getting beat by in-the-park homers. 


tracks the longest home runs hit by each 
player. I think this part of the simulation 
has more replay value than the rest of 
the game. It’s simply great entertain- 
ment to tr)' to get Cmdzielanek to 
match the mammoth 500-foot Frank 
niomas home runs. 

STATISTICALLY SPEAKING 

So the game looks great and plays 
great, but ho\\' about that statistical 
model? Simpl)' put, 'nypu-: Pi^w 97 has no 
intcrc.st in pro\iding results that reflect the 
numbers of baseball. Players either have 
power or they don’t, and dozens will finish 
will lin striking distance of a league lead in 
the 4().s in simulated sea.sons. Eveiyonc 
steals a lot of bases, leading to results such 
as speedy Atlanta leadoff hitter Marc|ui.s 
Cri-ssom (12 homers. 29 stolen bases in 
1995) and powerful Fred McGriff (27 I IR 
3 SB) posting nearly identical numbers (36 
HR,37SBvs41 I-IR, 37 SB) in simulated 
pla)’, Rico Brogna, a Mets shiver who has 
one stolen base in his career, w'as among 
tlie league leaders Mth 51 in TP 97 life. 

FA does a little better simulating pitch- 
ers, but only tracks walks, strikeouts, wins 
and lo,s.scs. Saves are also listed, but none 
are ever recorded. 'IBere’s no attention 
paid to pitching strengths. Greg Maddux 
can throw a knucklcball and a splitfinger 
pitch in addition to his fastball/change reg- 
imen. In fact, all pitchers can throw any of 
the nine supported pitch st)'lcs. dliis is fun, 
but will annoy those \s'ho are really into 
simulating baseball. 

League management is nonexistent. 


'Hic computer selects the same lineup for 
all league games, so backups do not play. 
Wliiic it tends never to replace pitchers in 
head-to-head play, it lakes them out much 
too carl)' in simulated games. Ever)' team 
has a reiies'er appearing in 120 to 150 
games per season. To keep things moving 
at a fast pace, the game’s designers obvi- 
ously w'cren't too concerned about getting 
into the meat of simulating baseball— and 
it works, sort of, as games arc simulated 
quickly at least. 


PENNANT WINNER 

ClvcralLTmi’U'; Day 97 has state-of- 
the-art graphics, a decent interface and 
solid action game|jlay— but not much in 
the way of realism. Gomparison to otlier 
recent releases, like Sierra’s ITtOt^r PACi'; 
Sporis Pro ’96. is a little diffi- 

cult. FPSBB ’96 attempts elements like a 
realistic physics model of a baseball in 
flight, while TP 97 has a few flight patiis 
built in, some directly defying the law's of 
pliysics. FPSBi3 ’96 makes a token effort 
at league management and statLstical real- 
ism, while T’i’ 97 complete!)' ignores these 
hinctions. But TP 97, like Michael 
Grichton, does entertain, while IT^SBB 
’96 reads a lot like some college consor- 
tium of literary critics tiy'ing to create tiic 
Great American Novel, Everything’s there, 
but somehow it never comes together. 

Tliongli EA Sports has done a good job 
here, the grapliics-bascd computer basc- 
bal! genre still awaiLs iLs masterpiece. No 
game has completely succeeded yet in 
cajjturing both oiir tri^cr fingers and our 
imagination, s. In the meantime, though, 
TYiple Play 97 is a very fun diversion.% 


^APPEAL: Console sports gamers 
looking for an action baseball game 
for tiieir PC. 

^PROS: Easy-to-use interface, 
smooth and pretty graphics; excellent 
arcade action; a well-implemented 
home run derby, mo dem play, 
►CONS: Weak 
league manage- 
ment support; 
nothing to satisfy 
the stat-enthusiast; 
cartoon-like pitch- 
ing interface. 
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Keep your head up! This game hits hard. 

Mind blowing graphics, incredible gameplay and awesome features make 
Solid Ice the coolest game in town. Go head to head with the superstars of the NHLPA 
Experience the power, the speed, and the reflexes of the very best. Want more? 
Solid Ice gives you a collection of game editors found nowhere else. 


Create your own league with up to 26 teams, customize your players abilities using eight 
different attributes, then design your team look with our incredible logo and uniform editors. 
Now get physical and hit the ice in the fastest paced, most intense hockey action ever. 


SOLID ICE: We didn't invent hockey... it just looks that way. 


^ For more information visit our web site http^/ www.empire‘Us.com or call 1 800 216-9706 > >• r < 

© 1996 SU-alegy First. All rights reserved. Solid Ice is a trademark of Strategy First Inc. NHLPA, National Hockey League Player's Association and (he logo of the NHLPA 
trademarks of the NHLPA and are used under license, by Strategy First Inc. Officially licensed product of the National Hockey League Player's Association. 
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Price: $66.00 
System Requirements: 
Windows 3.1 or higher, 
8 MB of RAM or 
greater, 20 MB of hard 
drive space for full 
install, CD-ROM drive. 
Protection: Floppy key 
disk 

Developer: Strat-0- 
Matic 
Glen Head, NY 
(800) 645-3455 
Reader Service §: 338 




StratMeUp 

No-Nonsense Baseball Sim Gets Prettier In First CD-ROM Version 


by Dennis McCauley 

T ogether with long-time rival 
APBA,Stral-0-iVlaticisone 
of hvo ])roduccr,s of stat- 
based baseball sims dial have 
successfully made the transi- 
tion from table to]3 to hard 
drive. Both arc unique in the 
rapidl)’ ci olving world of 
computer games, where 
“long-standing" often means 
that a game has survived long enough to 
have a sequel. Strat-O-Matic, on the 
other hand, has been cranking out their 
computer baseball game for over a 
decade, and has been offering their card- 
based game since JFK pla) ed touch foot- 
ball on the White House lawn. 

S'niAi-O-MA'nc Basr bai.i, (SOM) can 
be considered a boutique [product, 
ap]3ealing to fans who demand the utmost 
in statistical realism — and get it. Make no 
mistake, SOM will never compete with 
the likes of E/^ TiuPU'; Pmv or Siena’s 
Front Pagr Spokis: B.-vsr Pro, but 

then, it doesn’t tr)' to. '^1 he .small, privately 
run company from Glen Plead, New York, 
simply churns out what may be the finest 
statistical simulation available today, 
'niankfully, with the new' v'crsion, they’ve 
spmeed it up with just enough eye candy 
to keep things interesting. 

Ne\’cr let it be said, howcv'cr, that Strat- 
O-Matic moves precipitously. Wliile most 
other companies switched exclusively to 
CD-ROM and high-res graphics several 
)'cars ago, Strat-O-Matic finall)' took the 
])luirge this summer, and not without hesi- 
tation. Long-time fans waited impatientl)' 
for the game’s release, their aaxietv' fueled 
by rumors of strange new arcade-like fea- 
tures inserted into what has historically 
been a shrine to statistics. Well, the new 
baby has arrived, and it’s doing fine — a 
better-looking v'ersion of its older siblings, 
’(here is an extra appendage you should 
know' about, though. It’s called tlic 




► MIRROR, MIRROR For this first CD-ROM, Windows ver- 
sion, Stfw-O-Matic Baseball's new look features much bet- 
ter looking stadium backdrops, though no one is going to 
mistake the game for Triple Play 97. 


Regulator, and it's ugly. But don’t w'orry, 
the doctor says you can toggle it off and 
no one will know' the difference. 

Tlicre’s one other major difference in 
the new S'lllM-O-h'lAllC: It’s \Mndow's- 
based, miming under both 3.1 and Win 95. 
\feteran SOM [rlayers will have little trou- 
ble na\igating in the new version, since 
conceptually the game has changed little, 
S'lll\7-0-MAi 'K; new'bies may find things 
a bit more confusing, how'cver, due pri- 
marily' to the lack of a printed manual — a 
terrible trend in the industry in general that 
the company should not have 
followed. 


minutes. Aiy one who's 
surrendered their com- 
puter for a weekend w'liilc 
waiting for P’PSBB to fin- 
ish a simnicd .season will 
relish SOM’s .speed in 
CPU-to-CPU play. 

Gamers w ho scan the 
fine print on tlie stat 
sheets will appreciate 
SOM’s inclusion of every 
player w'ho picked up a 
bat or a glove during a 
season. It’s great fun to 
use the late season call- 
ups and le.sser role players 
in recreated seasons. 
Player manipulation has 
been sim|)lified in tire new S’lKAl-O- 
Matic as well. Tlie old General Manager 
module has given vs'ay to a drag-and-dro|5 
interface for trades among teams in the 
same league. In a carryos'cr from the old 
SOM, interleague trading remains more 
complicated tlian it should be, requiring 
an edit-copy-paste step. 

One aspect of management that’s 
c.s])ecially cool is the Swa]}-0-Matic 
feature, w'liich allows the gamer to pro- 
pose trades as large as tlirce-for-thrcc w'itii 
GMs of computer-nin teams, '1 he game’s 


A LEAGUE OF ITS OWN 

To its designers' credit, 
SOM is about as flexit)le as a 
baseball game can be. Play'ers 
can choose to manage their 
fa\orite team wiiilc commit- 
ting the others to autoplay' 
mode. Or, if they choose, put 
every ball club on autoplay, sit 
back and w'atch the results fly 
by On a Pentium 90 or better, 
complete season re[)lay's can 
be completed in under 15 


[ MINOR LEAGUE ACTION Strat-O-Matic has thrown a 
bone to arcade gamers with an awkward beast called 
The Regulator, a cartoony pitcher-batter confrontation 
that you'll want to disable as soon as possible. 
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Ever heard the phrase 
“Patience is a virtue?” Well, 
never before has patience been 
more virtuous than with the arrival 
of Battlecruiser 3000A0-“the most 
complex, expansive, and enthralling 
supergame ever created with multiple 
game engines, the first ever neural 
net-driven system, and more features 
than any PC game ever. 


Sure you’ve waited 
seven years, now play it 
and find out why. 
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Dereli Smorfs BflnL[CllUIS[[l SflOQflD. 
TH[ [OM mi [V[R DM. 



Circle Reader Service #170 
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Battle 12 teams for the league championship 
Slash, body check and hack your way through 
the killing season. 




AcllVisioK 


Available on HS-D0SVWindons°95 CD-ROH. 
Play the deho on this month's cover CD 
Download it at http://www.activision.com 

Circle Reader Service #96 
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tnidin^AI is no jxilsv, citlier. It rejected 
out-of-linnd m\’ kiine attempt to steal 
Barr}’ BojkIs for tliree imderaeliicv-ing 
Phillies (is there aii\’ other kind?). Wdieii 
I lowered my sights and offered three 
qnalit}' players for Mall W'llliains, niy trad- 
ing eounleipart expressed interest but 
asked for more \'alne in return, even sug- 
gesting areas where the C aants needed 
improvement. 

PLAYING THE NUMBERS 

Gamephn' is the standard S'l u\i-0- 
M.\'l It; fare, and hasn’t changed much 


select a starting pitcher, and then it’s bat- 
ter lip! 'I be pitcher vs. hitter matchup 
keys the action, but fielders' range and 
error percentages have an impact as well. 
In addition, SOM includes ballpark and 
weather el feels that influence play, blomc 
mns in Wrigley become long fly balls in 
the Aslmdome, while night games in April 
often feature cold, w et weather which 
puts a damper on hitting. Couple these 
with tnie leftv-iighly effects, and SOM 
proi’ides the feel of real baseball, if not 
ahva}S the look. Wdiile the optional .stadi- 
um backdrops arc much improi cd over 
prci’ious editions, featuring attractive day 
and night photos of major league ball- 
parks, S'l'lt-Vl-O-MAriC remains primarily 
a.stal-<3rienled game. If you need to sec 
realistic, animated ballpkners’ and stun- 
ning stadium graphics, \'ou’ie in the right 
church, wrong pew. 


Statistical accurac}’ remains a Str\T- 
O-Nhne trademark, as phn’crs perfonn 
realisticalK’ across the bijarci. /Mthough 
certain offen.si\’e categories seemed a bit 
on the high side in .several 1995 replays, 
aren’t s[}ortswriter,s today saying the same 
thing anti alli ibnting it to the sorry state of 
Major I eagne pitching? Still, botli Dante 
Bichette and Irank'lhomas reached 
Bogcr Maris counliy with 61 Hl^ in sepa- 
rate replays, and sescrai siu^ers c-xceeded 
the 5l)-homermark. ’lhe Indians maxed 
out at 1 16 W'ins on one occasion, exceed- 
ing their own 195d major league record b}’ 
5 \Vs, Other ll lan these few anomalies, 
the stats SOM pro- 
duced were more 
than satisfactors', and 
much belter than 
what \ou'll get from 
the graphics-oriented 
sims. 

On the downside, 
S'l lt\i-0-MAnc still 
uses an annoying 
flo|r|n-disk-ke\' coj)}'- 
[)rotcctionsc!ieme. If 
the compaiiy really 
feels this is neccssaiy, 
wouldn’t it be simpler 
to just check for tlic 
presence oftheCD- 
ROiN I rather than 
writing an enersption 
to the user's hard drive? ’lliis is one thing 
that Strat-0-i\ latic needs to dump quick- 
ly to help .shed their small-time image. 
Also lamentable is ibe lack of modem 
play, because .so much of the competition 
is including it these days and .so many 
leagues around the countr}' arc using 
SOM . 

PEELING IRREGULAR 

And then there's 'Ihe Regulator, the 
news of w hich set tongues waging 
among suspicious SOM faithhil for 
months in anticipation. 'I he Regulator is 
an arcade (that's right— arcade!) device 
that w'as included, one supposes, to draw 
action-oriented fans to the product. It 
won't work. \Vlicn activated,'! he Regu- 
lator .sends the player to a cartoonish 
pifciicr-balter confrontation. 'I his device 
is basicalK a circle drawn around the 


over the years. Players make out a lineu[), 

I'M PRETTY INTERESTED, WHAT ELSE CAN YOU DO FOR ME? 
I'M LOOKING TO FIX THE FOLLOWING PROBLEM(S) ON 
MY TEAM. MAYBE YOU CAN HELP ME OUT, 

Too few at-bats 

Too few innings pitched 

Need A Closer 

Not enough starter innings 

Too few primary at-bats at CF 

Need more front-line pitching 

TRY ANOTHER DEAL? 


— 4 U U U — TTTS^ — 0 — D — b' 'D' .'2Sti :211U" .itlti' 


► SWAP TILL YOU DROP One Of the game's best features is the 
I Swap-O-Matic, which lets you make 3-for-3 trades with computer- 
I run GMs, 


strike zone, in which the user tries to click 
the mou.se at the ball as it arrives at the 
])late. According to Sfrat-O-Matic, it has 
no impact on statistical accuracy', and the 
link between what one accomplishes at 
1 he Regulator screen and the actual play 
result is Byv,antinc, at best. Thankfully, this 
feature is optional. My advice to gamers? 
Triple it off— immediately. My advice to 
Sirat-O-Malic? ’ I he Regulator is no 
Natural, ll devserves an unconditional 
release. 

In yet another attempt to spice things 
up, Stral-O-Matic has upgraded the te.x-t- 
based [)lay-by-play to include 10,000 lines 
of verbiage, so there will be less of the 
repetitive coinmenlary'of the older game,s. 
I’br a sawbiick more, gamers can purchase 
an optional tcam-s|DCcific play-by-play disk 
that names names, including the owner, 
mascot and coaches. ' I here are also ambi- 
ent sounds, .such as the crowd, the crack of 
the bat and the peanut vendor, that suc- 
ceed to some extent in adding ati’nos- 
]Dhere. 1 lowever, 1 found that on my AWT] 
32, tlie general crowd sound had an under- 
lying loud, rhythmic thump that vva,s quite 
disiraciing. 

Overall, Strat-O-Matic’s first foray into 
Windows and CD-ROM gaming has to 
he considered a success. Tlic game plays 
w'cll, yields accurate slats, and offer; a few 
pleasing new twists. To be sure, no one 
will ever confuse SOM with H'\IU')R\ 1 J, 5, 
T’ONi’ I ,\lUiS.s,\, h'PSBB or any of the 
other big graphie.s-oricntcd baseball sinis. 
But then, that's not why gamers turn to 
slal-bascd games like SOM. So, keep ’em 
coming, Strat-O-Matic — just not on a 
Regulator basis. ‘fc 


^APPEAL: Hardcore basbeball 
gamers and stat freaks who value 
accurate simulation over all else 


^PROS: Top-notch statistical engine, 
excellent player management tools, 
fast and accurate replays, complete 
major league rosters. 


►CONS: Ho-hum 
sound and graph- 
ics, key disk pro- 
tection scheme, 
misguided attempt 
to Inject arcade 
action into game 
system. 
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DENNY ATKIN • SIMULATION/SPACE 



Get A Hold 
Of This Action 

CH’s New Force-Feedback Joystick Is A Wrist-Wrenching Winner 


Vc seen the hiUire of flight 
sims, and it is a joptick. 
Spccificall)', the new force- 
feedback design from CI-I 
Paiducts. Wliiic VRgog- 
gles make it look like 
you're really fl)'iiig a plane 
(in a low-res universe, at 
least), the CM I'brce FIX. 
jo)Tjtick makes it fee! like 
you're in control of a real aircraft. 

POSinVE FEEDBACK 

'Ihe Force I'/X, which was slated at 
press time to ship in late September, w'ili 
use the same handle as the CH l’-16 
Combat Stick. But that’s where the simi- 
larity ends, 'lire h'/X’s heavy base does 
aw'ay witli the thmttle w'heel and simple 
gimbal mechanism found 



STICK IT The CH Force F/X will share 
the handle design of this F-16 Combat 
Stick, but will include a sturdier base. 


in the l*'-16 Combat Stick and replaces 
them will) a complex mcelianism of gears 
and motors. The resulting .stick works like 


a conventional joystick, but it provides 
you with amazing ensironmental feed- 
back. .simulating buni]).s. jolts, \ibration, 
and lesistance. 

I recently had a chance to s])end a 
week flying Philips Media’s FlOi rn';ii 
DuI'L using a protot)pe Force h'/X, and 
I’m a definite convert. (It’s really hard to 
avoid a cheap joke about flaccid ja)'sticks 
here, but I’ll resist.) Coing back to a stan- 
dard j())slick now is like dowmgradiiig 
from a to|M)f-the-liue programmable 
fighter stick to an old Atari digital jo) stick; 
the experience just can’t compare. 

h'orce feedback has two effects, lurst, 
the realistic re.sistancc the slick provides 
when v'ou attempt to pull out of a high- 
speed dive or make a rapid roll motion 
adds a lev el of challenge to combat— 

V'OU can’t just jerk the stick in a Clorsiiir 
like you're piloting a fly-by-vvire K-16. But 
even better, the joystick actually signifi- 
cantly increases your situational aware- 
ness by providing much of the si)mc feed- 
back you’d get when flying a real [jlane. 
I'lncni intering heavy resistance when you 
pull back the stick is a clue to check your 
airspeed gauge, because you're probably 
ovei'spccd. Similarly, a shaking stick is a 
imch more intuitive and realistic wuming 
of an impending stall inaWAVII aircraft 
than a wanuiig horn. Sclf-prodaimcd 
expert pilots often complain that aircraft 
in sims don’t depart from controlled flight 
as easily as the real thing. However, that’s 
reasonable, since you get ver)' few of the 
cues from a screen and speakers that you 
get in a real cock|)it. Until now, that is. 
VVcll-[)rogrammed force feedback will 
open doors to new levels of flight model 
realism. 




Denny'S 15 Best Flight Sims ef All Time 


ielow you'll find my picks for the 15 best flight simulations of all 
Uptime. While some highly rated programs me^ not be the most 
technologically sophisticated sims, they w«re seminal efforts that influenced future 
sims in their respective subgenres. 

1. RedB^ Dynamix ■ . ,PG/Aihiga.': 

2. Tlieir Finest Hour LucasArts 

3. Faicon 3.0 Spectrum HoloByte PC 


4. Aces Of the Pacific 

5. f;a- 18 interceptor 

6. Chuck Yeager'S Air Combat 

7. Right Simulator li 

8. AirWaiHiM' 

9. Lffiigbow 

10. R4 Fleet Defender 

11. EF2808 

12. SU'27 Flanker 

13. 1942: The Pacific Air War 

14. Fighter Duet 

15. Waibinls 


Dynamix 

EA 

EA 

SubLogic 

Kesmai 

Jane’s/EA 

MicroProse 

Ocean/DID 

SSI 

MicroProse 

Jaeger/Philips 

1CI 


PC 


PC 


Apple l!/C64/Amiga/Atari 800 & ST 
PC/Amiga/Mac/Atari ST 
■PC 
PC 




ii A force- 
feedback 
joystick does 
more for the 
feeling of 
'being there' 
than any VR 
helmet. ff 
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CorporiiinD. Af) rights reserved. Microsoft sod Wlodovs 
egislered trsdemirk of the D.F, Goodrich Cnmpiri)'. 


cgislered iradcmirks ind ll'iere //o yen -want to go loilay? is i Iradcmsrk of Microsoft Corpor 







Expansion Pack 'with southern California scenery, challenges and adventures available soon. 

- • ' - 


Microsoft 

Where do you want to go today? " 




Is it a game when your stomach lurches in the course of performing a Cuban eight? 

Is it a game when beads of sweat appear on your forehead while flying under London's Tower 
Bridge to digitally sampled sound? No. This is not a game. This 
is Microsoft' Flight Simulator for Windows'^ 95. the latest upgrade 
to the most realistic PC flight simulation available anywhere. 

Experienced sim pilots will relish logging time in their new Boeing 
737-100 and aerobatic Extra 300S. extending the range of experience beyond 
in the fleet. A heightened level of realistic flight 
dynamics has been achieved, 
as verified by Flight Safety International, the world’s 
leading pilot training organization. 

Buzz Las Vegas by night and Martha's Vineyard 
at dawn with a degree of photo-realism that only 
satellite imaging makes possible. Soar over New York. 
Paris, Tokyo and other cities with more detailed 3D 
rendering. Improved performance delivers smoother 
out-thc -window views and more immediate response to cockpit controls. 

Challenges have been added to test your skills under daunting weather conditions, 
over new terrain, in varied aircraft. Fly in the face of Mother Nature as you shoot 
an instrument approach into the fog. Climb over the Alps through rapidly shifting 
winds, turbulence and changing visibility. Blow the skirts up on the Statue of Liberty. 

To find out even more about Microsoft Flight Simulator for Windows 95. visit our Web 
site at www.microsoft.com/gamcs/fltsim/ 




SIMULATION/SPACE 


DENNY ATKIN 


f IKK 1^1 la lorcc-focdkick scliip 
proynini gives you full control o\ cr the 
sticks reactions, ^bii can enable engine 
vibration and adjust its degree; wliile real- 
istic in both feel and Ibe noise level gen- 
erated b)’ the stick's motors, it gets annov- 
ing (|uicklv- More useful are the 
adjustable reactions to aerod\iiaiuic 
force effects, including buffet and control 
resistance. You can also to^le on stick 
reactions for cannon and niacliinc gun 
fire, as well as buffeting from explosions. 




More on Back to 
Baghdad: 

► ’Ibc little arrows that 
appear on (he )TIDS 
display in ILS mode 
are actually landing 
beacons, B)' fixing 
directI)' over the bea- 
cons toward the land- 


ing waxpoint, you’ll begin your final 
approach with a perfect lineuj) ever}' time. 
► 'Ibe real l''-i6’s three-way dogfight 
.switch is modeled in the game. Shift-D 
selects Sidewinders and 
the ACM radar mode. 
/\lt-D amis AMIiA\i\'ls 
and puts the radar in 
'I WS mode. I’lessing 
by itself .switches sou 
back to whatex er con- 
figuration you had 
before. — liobiii Kim 



impacts and gun hits. 

Look for forcc-fccdback .support to 
([uickly becoi ne wide,spreacl. Isven noxv, 
the latest version of Id’s W-XKKIKD.S 
online sim sipporls the Cl 1 slick. Its feci 
is similar to l''l(anKR Duel's, but (he pro- 
gram doesn’t feature the same level of 
adjustment, 

Ihe force VIX should sell for around 


5150, a small price to pav for the sensation 
of “being there.” 

NET RETURN 

S]X'aking of l•'lta f IK,K Di iKi , the Nkf 
[^U l''.l.nine-|)la\er add-on 1 prexiewedin the 
July tvsiie is finally available. Yni’ll find iton 
this month’s CC-ROM, asxvell as on our 
website at wx\w./diietcom/gaming. % 


T his month we start with a sim 
that's dropped off the radar. A 
few months back, Sierra 
promised a free update to the 
lackluster Silent Thunder: A-10 Tank 
Killer 2. The update was set to add a 
realistic flight model as an option to sup- 
plement the poor, arcade-like handling of 
the Sim’s A-10. and include a series of 
new missions as well. 

The plan was to incorporate the Red 
Baron 11 flight model, which is force- 
model driven and can be used for virtu- 
ally any plane which you have accurate 
dimensions and data for. Turns out that 
the estimates of the difficulty of grafting 
in the R0 II flight model were more opti- 
mistic than realistic. Also the missions, 
which were almost complete, turned out 
to be too large to distribute online. At 
this point, the project seems to have 
been shelved, and players looking to fly a 
plane that handies like a real A-10 should 
instead check out A10 Cuba! on the 
Macintosh, or even the A-10 included in 
Jane's ATF. 

► The other news from Sierra’s Dynamix 


group is of the bad news-good news 
type. The bad news is that Red Baron 
II has been delayed until at least February 
of next year. The good news is that the 
delay will allow developers to further fine- 
tune the game and make it right before 
shipping. Look for support for the major 
30 graphics cards to be included, and 
multiplayer is a possibility as well. (Multi- 





SLOW CRASH Any chance of Red Baron II 
shipping this year has been shot down. 


player will definitely be available in an 
add-on if it doesn't make it into the prod- 
uct.) After the recent OuTPosT-iike fiasco 
with the early release of a buggy, rough 
Front Page Sports: Baseball update, we're 
happy to see that Sierra isn't exhibiting 


more corporate shortsightedness and 
rushing Red Baron II out at the end of a 
fiscal quarter just to try to salsify stock- 
holders' expectations. 

► Another delay is in store for Micro- 
Prose’s European Air War, in part due to 
the departures of some members of the 
development team, but also because the 
decision was made to enhance the sim 
over the original design and move it from 
DOS to Windows 95. Look for it in the 
first half of 1997. 

► Finally, since this month’s “Radar” 
seems to be about making you wait. I’ll 
close with the scoop on the next project 
for the West Coast division of EA's Jane’s 
group. After the completion of the latest 
sequel to 688 Attack Sub, due this spring, 
Paul Grace and his team plan a Jane’s 
flight simulation set in World War 11. It’s 
the end of the line for the creaky US Navy 
Fighters engine, though, so don’t look for 
this product until at least Christmas of 
1997, because the team is building an 
entirely new simulation engine from the 
ground up for this project. 
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CH PRODUCTS 

970 Park Cantur Drive Vlsla, CA 92003 
Phone 619 590 2518 • Fax 619 598 2524 
America Online: Kcyworrl: CH Products 
ComfiuSurvc: Go GAMEOUJiU^ 


Experience the adrenaline rush of REAL air combat! ^ 

«u» ^ 
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MasterPilot 
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■ MODE SELECT ■ 



MasterPilot 

© IB9S4UIC>S>ll>TTlCHNOU>Sr. tNC. 0UIMSHOTISAKOI$TERetlT*»DrMA»K»NBM»sreRPlU>TISATMM;M»liKOf0UIC«SHOTUCHN0L<W(, iNe.TIEFlOintmSATIIADllUHIIOnjJCASfllMLlD. 
Star Wars is a rebistcrid trademark or LucAsriuE Ltd. All other rroooct names AKEREOistCRCo trademarks or tradenames or their rebrective owners. Games are NOTiNetuoEo. 
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SAVE YOUR BRAIN... 

STOP MEMORIZING THOSE DUMB KEYBOARD 
commands! Designed to provide the most exhilarating 

GAMING EXPERIENCE, THE MASTERPILOT CONSOLE MAKES 
CUMBERSOME KEYBOARD COMMANDS OBSOLETE. 

SAVE YOUR HAND... 

USE IT FOR MORE IMPORTANT THINGS UKE YOUR 

joystick! Commands for over 25 flight games are 

PROGRAMMED ON AN UPGRADEABLE ROM CARTRIDGE. JUST SLIDE IN 
A CUSTOM CARD AND ALL THE COMMANDS ARE AT YOUR FINGERTIPS. 

SAVE YOUR SOUL... 





% 


God wants you to buy this! so check out your 

LOCAL computer STORE 


AND BUY it! 


Circle Reader Service #140 


Quid^hot 
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SNEAK PREVIEW • FLYING CORPS 


Unexpected Ace 

Empire and Rowan ’s Latest Sim Is Surprisingly Realistic 


^SNEAK 

It^PREVIEW 


uAiiWsni.L IN m-vriOPf/DJi 


by Denny Atkin 

nipirc iiiiikcs head}' promises 
about P’lmng Coin’s, its 
iipeoiniiig World War I (liglil 
sim. You ha\'e to be pretty cou- 
fideiit to claim sour pnxliict 
will “render other flight sims” 
obsolete, and claiming that 
computer pilots arc “as smart 
as their real-life couuler|)ar(s" 
is just asking for trouble. 

Wlicther the ])roduct will come any- 
where near to living up to those claims 
will be seen when the sim ships in mid- 
November. But even in its unfinished 
state, it’s evident that ilie product will do 
for Empire and Rowan’s reputations as 
developers of flight .simulations w'hal 
Longbow did for Origin's. l‘'i.il.\G 
Corps is a serious attempt at simulating 
the first air war, one that looks ready to 
surprise those who’ve encountered the 
previous arcadish efforts fn>in this team. 

IN THE BEGINNING 

At the start of tl le Great War, nobody 
reallyknevvvvhattoclow'ith iheaiqjiane. 
Unamied aircraft were used for reconnais- 
sance, but the respective armies had little 
respect for the potential utility of air power. 
Earl}' attempts at air-to-air combat were 





almost comical. I^ilots tried to down other 
aircraft using siiotguns, rifles, bricks, bot- 
tles— even grapnels! One air tactics guide 
advised pilots to force an enemy aircraft 
down b}' getting above it and pushing 
against the opponent’s to|) wing with the 
landing gear Air combat didn't get very' 
exciting until Erancc’s Rcrland Garros 
mounted the first successful fonvard-fii ing 
machine gun on a Moranc monoplane in 
late 19)4. 

From that moment, the da\ s of enemy 
pilots flying carclcs.slv b\’ each other were 
over. At first, air combat was mostl}' a test 
of marksmanship. But soon, a scries of 
maneuvers— including the Immclman, 
split S, and barrel roll still in use today— 
came about, and air combat became a 
test of flying .skills. Names like Richthofen, 
Ball, and Rickenbacker would .soon be 
revered— and feared. 

And if Flying Cow’S accomplishes ils 
aims, you too will fear lhc.se names. The 
program takes you back to the era of 
nascent air combat, w'hen victory' wus 
gained as much by individual creativity, 
initiative, and reflexes as it was by combat 
training and hardware capabilities. 


CAMPAIGN TRAIL 

Fding Corps will be set in the latter 
half of the Great War, 1917-lS, and offer 
four cam]3aigns. Tliesc aren’t typical sce- 
narios that jiKst drop you into the action as 
an anonymous pilot for a series of redun- 
dant fighter sweeps and strafing runs. 

'[he “['lying Circus" campaign puls you 
in charge of Manfred von Ihchthofen’s 
Jasta 1 1 in May, 1917. But instead of dtO|> 
ping into the role of the Red Baron him- 
self, you instead fly as his brother IwOthar. 
With Manfred on leave, yon lake com- 
mand of the squadron and try to match or 
break his kill record. But/Mbert Ball and 
his 56t]i Rovai living Corps Squadron 
have other plans for you. 'Ihis is your 
chance to alter the course of history by 
forcing the encroaching British offcn,sive 
back, and making Lothar von ihehthofen 
the name tliat history remembers. 

A similar campaign puls you in the 
bools of Eddie Rickenbacker, America’s 
to[5 World \\4ir I ace. Can you match his 
])crfonnance, lead the 94ih Aero Squad- 
ron to victory; and win the Congressional 
Medal of Honor? 

'Ihcse are scripted campaigns, as is the 
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Eisht fully rendered 3D levels 


A Flight-Sim for Novices and Aces Alike 

Beneath the animated, exoskeleton of Banzai Bus 
beats the heart of a joystick-wrenchins, pheromone- 
pumpins, action-packed flisht-sim. Designed for all of 
you gamers with better things to do than memorize a 
tech manual the size of a calculus book, Banzai Bug 
weaves a humorous story-line and wise-cracking 
dialogue seamlessly into the aerial action. Lead Banzai 
on a mission to drive the bug-phobic humans out of 
the house forever. Banzai Bug will be flying off your 
local software retailer’s shelf beginning this October. 

Banzai Bug! is a trademark of Grolier Interactive Inc. GRAVITY 


(203) 797-3530 
hllp://www.groller.com 
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SHEAK PREVIEW • FLYING CORPS 




Spring Offensive, vviiicli puls yon in the 
shoes of a rookie pilot and lels \oii fly 
some training missions before your trial bv 
fire. Blit ])erhaps most intriguing is ll le 
Battle of Cainbrai , which does aw'as’ with 
the scripts and piiLs yon in the skies over 
history's first massive tank battle. M.)n and 
your squadron must prevent the massed 
Allied tanks from reaching Cainbrai, You'll 
defend your field guns and altack allied 
supply lines, aircraft, and artillery batteries. 
'Ihc battle front changes depending on 



F lying Corps includes 8 flyable World 
War 1 aircraft, as well as 16 additional 
types flown by computer players. Here’s 
the lineup: 


EFNTURI MWRtS 



your perfonnance; liiis dynamic campaign 
should offer plenty of repla\' value. 

THE PLANE'S THE THING 

Well-designed missions don’t mean a 
thing without well-designed planes to fly 
them in. i lappily, it looks like Flving 
Corps is set to deliver. In addition to 
combing hundreds of books dealing with 
WW ! air combat, Rowan has heen work- 
ing witli a test [rilot at England’s Old 
Warden airfield —w ho has aetnally flow'll 
many of the aircraft modeled here— to 
ensure authentic aircraft handling. 

'Mic flight model, es en in tlic alpha \ er- 
sion Yve been flying, bears no resem- 
blance to [iresious Rowan efforts. It looks 
like the days of jet-like biplanes are over. 
Aircraft handling feels good, with proper 
speed bleeds in lum.s and climbs, realistic 
stall behavior, and even torcjiie cffecls. 

'Ihc icliosy'ncrasics of each aircraft are 
properly modeled as well. For inslanee, the 
Sopvvith Camel uses a rotary engine that 
.spins as the propeller docs, 'llic torque 
and gyroscopic effects of this heavy spin- 
ning engine are properly' modeled, making 
right turns dramatically 
more effective than left. 

Subtle effects such as the 
engine pushing the nose 
down in a turn are mod- 
eled as well, 'llie only prob- 
lem with the alpha version’s 
flight model was too-e;isy' 
recovery' from spins, an 
inconsistency Rowan plans 
to address before the pro- 
gram’s release. l.>ess experi- 
enecd pilots can di.sable 
spins, as well as torque, 
wind, gyroscope, and slij> 
stream effects. 

'Ihe enemy /\] wasn’t 
fully implemented in the version I tested, 
but Iowan’s design documents indicate 
that enemy' pilots will fly according to their 
])lane’s jDarticular abilities and wcakne-sses. 
For cxiimple, a Pfab pilot will usually' avoid 
combat unless be has a height advantage 
that will allow him to dive and zoom on 
thcvMlied planes. Ijjok for some hectic 
aerial melees— the sim .sup|)orls up to 48 
planes in the airsimultancouslv. 

l^iwan has finally buried the horrid 



r VisniNG THE BRITS A Fokker prepares 
to lay waste to a British command HQ. 

view system used in their earlier games. 
b’DING Coiti^ features a virtual cockpit as 
well ;is view keys. A ftidiock view can be 
set to lose track of a plane when it mov'es 
out of your field of view or to “magically" 
track planes even when tliey'’re obscured 
by' y our wings and fuselage. 

Graphics arc iiotliing short of spectac- 
ular. 'Hic planes arc sharp and detailed, as 
is tlie landscape. Tlic ground is accurate 
enough that you’ll be able to use rivers 
and roads to navigate to and from your 
targets — lap maps will be included. 
Rowan used a combination of on-site 
research and WWl aerial reconnaissance 
[)holo.s to create the terrain. 



SIGN LANGUAGE Because WWl aircraft didn't have 
radios, communication with wingmen is limited primarily 
to hand motions signifying "break off" and “return." 


AWAITING TAKEOFF 

Flmng Corj’S w'ill include both DOS 
and W'ill 95 executables, w'ith tlie latter 
.sii])pui1ing multiplayer play. Graphics res- 
olution is adjustable— you can bump tlie 
standard 640x480 up to, say, 1600x1200 if 
your machine can handle it. 

If b'l.MNG CORriS delivers on all its lofty' 
promises, it has the potential to make the 
hiinpirc/Rovvan team serious players in 
the simulation market. % 
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igntning / doesn’t strike tvace 
in the y^same place 
is that .^.the same place isn’t there 
the second time. 


Willie Tyler 


Digital precision. Deadly accuracy 


Imagine scorching j'our enemies with razor-sharp 
precision. With the world's first digital-optical 
joj’Stick, the Sidewinder'" 3D Pro, you'll balance 
complex moves with maximum control to get the ulti- 
mate in responsive game play. You won’t have to 
recalibrate, even after hours of play. And every • 
handle rotation instantly changes your viewpoint. 
Digital Overdrive lets the joystick communicate 
more efficiently with your Windows'” 95-based games. 
All the better to singe your competition. 


Mictosoft 


Where do you want logo today? www.microsoft.com/sfdewinder/ 


go today? and SidpUfnder ore tradenarks of Hlcro'iofl Corporatlc 


irved. Microsoft and Hindows are rvqlsterud tradnnarks and Uhore do you 


irusofl Corporation. 




IT’S#4YSTERI0US 


S ENORMOUS 


S OUT THERE 







RAMA will captivate your mind and senses 
with its amazingly complex and beautiful world. 


Your survival depends on interpreting languages 
and cultures of creatures never before encountered. 


An epic science fiction game based on the crib'cally 
acclaimed RAMA series by Arthur C. Clarke and Genby Lee. 


Launched by an unknown 
intelligence, commanding 
technologies we do not un- 
derstand, RAMA presents the 
human mind with its greatest 
challenge. Discover a series 
of complex alien secrets, 
avoid unseen dangers and 
reveal tantalizing clues— you 
may even survive to report 
your mysterious findings. 


ARTHUR C. CLARKE 
8 GENTRY LEE'S 


Dlsj^ver 50km of an unknown alien spaceship. 


http;//www.siefra.com 
See youf local software dealer or call 1-800-757-7707 


Licensed in coniunclion with International Comouter Group, MHiMn 
Arthur C. Clarke's and Gentry Lee's interactive multimedia rights 
aie repiesenled Dy Inlernalional Comouter Group. £)t996 Sierra OnLine, Inc. |1 [hU 
SI and/or designate tradeinarhs ot. or licensed to Sierra Online, Inc. All rights reserved. 
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STRATEGY • BACK TO BAGHDAD 



The Back to 
Baghdad 
strategy guide 
CDhtinues on 
this month's 
CG-RBIVt, 
where Rohin 
Kim will show 
you the ins 
and outs ot 
Ihe Sim'S 
radar system. 




Back to 
Flight School 

Gaining Air Superiority in Back To Baghdad 


by Robin G. Kim 

Y ou feel like tlie |)oslcr boy 
for an ejection .seal inaiui- 
faclurcr, As a veteran 
figbler sim jock, you 
should be kicking bull 
and taking names against 
the wimpy lra(|is in 13 ack 
■mBACiiDAn (B2li), 
Instead, you’re s|jcnding 
nio.st of your time hang- 
ing under a silk canop}'. 'ibu’ve read the 
documentation— what little there is— 
and memorized Ihe drills baekwarcis and 
forwards, yet you still have this sinking 
feeling that there are many things you 
should know about your 1^6, but don't. 

If you fit thisde.seription, take heart, 
"ilic explanations and taetical tips that fol- 
low ill enable you to make the most of 



^ HOT STUFF The large blast radius of CBU-72 hjel-air explosive 
I bombs makes them ideal for toasting enemy convoys. 


your plane’s air-tiKiir and air-to-ground 
capabilities. Wlh practice, son'll soon be 
earning SiK'er Stars after ) our mis.sion,s. 


AIR-TO-AIR 

No matter which 
mis.sion you select, 
}'ou can alwaj-s 
counton a friendly 
ej'e-in-the-sky 
AWACS feeding 
u]3dates on airborne 
acthily to s our Joint 
Tactical Infomia- 
lion Distribution 
Sj'sicm multi- 
fiinclion display 
(Mh'D). 'I bis ability 
to detect air llireals long before they can 
detect sou gis'es you tl le initiative to dic- 
tate the lemis of the fight. Maximize this 


not just Purple 
I Icaits. 


■ 

A t 730 pounds, the B-61 
tactical thermonuclear 
bomb packs a huge wal- 
lop in a tidy package. It 
has no friends— if delivered incorrectly, 
it will kill you as readily as it does the 
enemy. By knowing the proper delivery 
profiles, you can learn to stop worrying 
and love The Bomb. 

There are two basic release methods 
that guarantee you won’t get caught in 
the nuke’s enormous blast; high-altitude 
level bombing and toss bombing, Rea- 
sonable accuracy requires CCIP Mode 2 
be used on a target designated by ground 
radai; near the piimaty objective. 

The goal of each method is to end 
up at least 30,000 feet above ground 
level by the time the bomb detonates. If 
i«)u start out abo^re that altitude, a sim- 


The Bomb 


pie level drop will do. Otherwise, release 
while in a 40- to 45-degree pitch-up, 
with enough momentum to take you 
above the safe altitude threshold in 



> FLASH DANCE When a tactical nuke 
goes off, you’ll need to be at least 
30,000 feet above ground level to avoid 
being caught in its blast. 

time. Note that the B-61 is a retarded 
bomb, so this toss-bombing technique 
won't grant you additional standoff 




range, just more time to escape. 

The HUD symbology looks the same 
regardless of whether you use level or 
toss bombing. The target won't be in the 
HUD'S field of view, so you must maneu- 
ver until the vertical steering line bisects 
the target designator box with your 
wings level. Watch the time-to-go indica- 
tor to know when to drop. Squeeze the 
trigger when this number disappears, 
one second after it reads “00:00." 

Coming in at such a high altitude 
makes you a target for enemy intercep- 
tors and air defenses, so you generally 
want to get in and out as fast as possi- 
ble. in your haste, don't forget that the 
bomb will not drop if iDu’re above Mach 
1,2, When turning away, try not to dive 
below 30,000 feet. If you do, damage 
from the shock wave is certain. 
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^;cuiL uii'JiuMafel 




Six different story lines and 
dulconies bosed bii hbw you ploy! 

f bprdiffifiilty ^dftitips let yoii 
'determine tbejclidllbnge 
Idr :$pider#an fdnit! 

: Wdb-sjiidniAib 
dctidn sequencevqnd 
iroln'^teasingjpUz^les! 

' liirectilinks tothe Spider-Mon: 

> ihe Sinisier Six World Wide Web 
I'Site Olid tbe Marvel Ortlihe sitd! 

I $3!>.0CD^S^ 
ifirr ^indoius^ 95 
diiA Win^ws® 3.1 


lomKomld, Spidii-Mon, PettiPoikei.HaiyioneWfltson PoiWi, Hobgoblin, Dr. Oilopus, Vulture, Mysloiio,Oiomol«on,Sho[kcr(mil (fie distiiUliHlikenwitslhcreol are Circle Reader Service #126 
nJMMfU xl Univfl rhninrKiK Im nnii Die rK#il with neimi^ioti. (oDvriohK.^ 1996 Marvel Cheiodcrs. Int. All RIohls Roscivcd. WindoKS Ism teailleieil Itodeniaik ot Mitrosoll (orii. 








SIMULATION/SPACC 


STRATEGY • RACK TO BAGHDAD 



<Kl\'itnt;igc h)’ lein’ing 
yoLirracldi' off as long 
as possible. 

Wien \on deckle 
io engage, if will hpi- 
callybefroin beyond 
visual range, using 
AlM-l2nAMKMM 
niediuin-range mis- 
siles. 'nieconi|)nler 
pilots arc fearle.ss, and 
will drive in Io fire.W 
10/\lanios af von even 
though ihey knowlhe 
missiles you launch 
will gel to them first, 

/WlOs employ semi-aeliv e radar homing 
guidance, so they’re supposed to stop 
guiding if the launching aircraft is 
dc.stroyed. In B2B, however, fhev remain 
a threat no matter what, making mutual 
kills a di.slinci possibility. Wliile it’s possi- 
ble to dodge an y\lamo (sec “Missile 
Eva.sion” sidebar), it would put you at a 


distinct tactical di.sadvantage afterwards. 
The preferred option is to prevent a ban- 
dit from launching at you in the first 
place. 

Dropping chaff will break any aircrafts 
radar lock on you, forcing it to spend 4 to 
5 .seconds regaining the lock. 'Hie trick is 
to deploy a chaff bundle everv 3 seconds. 



D efeating missiles presents quite 
a challenge in B2B, as they 
track you quite tenaciously. 

The key ingredients to avoiding 
a SAM or air-to-air missile are airspeed, sit- 
uational awareness, and 
good technique, 

Spoofing heat-seekers 
is relatively easy. Drop- 
ping a flare every 3 to 4 
seconds until the missile 
passes you by often 
worte all by itself. The 
important thing is to 
know a missile is 
inbound. This can be dif- 
ficult. because the missile 
launch warning system is 
extremely unreliable. It’s generally best to 
play it safe and drop fiares whenever a ban- 
dit appears to be even close to firing para- 
meters. 

Radar-guided missiles are a whole differ- 
ent ballgame. They are not easily fooled by 
chaff or jamming, so your best defense is 
to outmaneuver them. First, you must spot 
the missile. The Threat Warning Indicator 


will tell you the direction it’s coming from. 
Turn toward it. When you see the missile, 
turn to put it 40 degrees off your nose. This 
allows you to judge the missile’s range by 
its smoke trail, and it forces the missile to 
steer out ahead of you. 
Speed is essential—the 
faster you go, the more 
lead the missile must pull. 

Switch to the fotward-up 
cockpit view and roll to put 
the missile directly above 
you. When it's 3 or 4 sec- 
onds away, break hard into, 
and then past, the missile. 
This method works consis- 
tently if your timing is 
good— and if you have 
enough airspeed. Here’s why: When the mis- 
sile is leading you, its seeker head will rotate 
to one side in its gimbals to stare at your 
radar return, A well-timed break turn forces 
the seeker to turn so far to track you that it 
hits its gimbal limits because the missile 
body can’t alter course quickly enough to 
compensate. Once the gimbal limits are hit, 
the missile “goes stupid" and stops guiding. 



► MISSILE BREAK When an incom- 
ing missile is three to lour seconds 
away, it’s time to start a maximum 
G break turn into it. 


diniinating any cliancc of radar locking 
onto yon nnlil tlie bandits taken oiil by 
your AiVlll-VXM or you pass each other 
and enter a visual range dogfight, 'iliis 
teehnkjuc consumes a large jDortion of 
your total supply of chaff, but for render- 
ing deadly radar-guided missiles impotent, 
it’s well worth the cost. 

If yourAIM-120.s aren’t 100 percent 
effective (a,s is usually tiie ease), one or 
more bandits will survive to engage vou 
close in. Should you decide to stay and 
fight, jettisoning unncces,sar)’ c-Xlemal 
stores will boost your turning ability .signif- 
icantly. /MVlJlA/XMs are heavy enough to 
boa liability in a dogfight. Instead ofw'ast- 
ing them at this stage, trv' to fire them 
hetore the merge, launching two at each 
target when they can still do .some good. 

Prom this point on, it comes down to 
your dogfigliting skills versus the eoin- 
putcr pilf)l,s’. Just remember to keep your 
.speed up and refrain from hauling all the 
way back on the stick unless absolutely 
necessarv’. 


AIR-TO-MUD 

b’orgiuund attack missions, B2B |Dro- 
v'iclcs a good variety of ordnance types to 
ciioo,se from. Selecting an a])piopriatc 
mL\ for the target at hand can greatly 
increa,sc your chances of success. 

'logethcr, the clcctro-optically (PO) 
guided weapons, which ineliide the 
GBU-10 glide bomb and flic AGM-65 
Maverick, arc good choices for attacking 
a w'ide range of targets. Tlicj' are deadly 
accurate and can be deployed from any 
altitude. /\nd owing to a deficiency in the 
GBU-K) modeling, there's no blast radius 
to won)' about. One or two CIBU-lOs 
can demoli.sh alnio.sl anything. With its 
smaller warhead, the Maverick is be.st 
suited for desfroving ground vehieics or 
parked aircraft, though hvo hits will 
u-siially take out a ship. 

Because each weapon IviJe’s seeker 
can be slaved to a target designated by the 
ground radar, it’s actually ]K),ssible to guide 
multi|>le weapons toward different targets 
siniiiilaneou.sly, greatly increasing the 
amount of damage yon can do in a single 
pass. It's not realistic to do this for the 
ClBU-l(), but neither is being able to ii.se it 
at all, since your simulated b’-16 docs not 
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SIMULATION/SPACE 


STRATEGY • BACK TO BAGHDAD 


cany a laser designator. Just i^rctcncl it 
ii.scs'1 Vguiclance, like the Maverick. 

’ I here are two way.s to do iiniiti[)lc tar- 
geting, ' I he first involves locking onto a 
target with the radar, which aiiloniaticaily 
,skn'e,s the hO seeker to tlial same target, 
then manually deselecting the target in 
the no MKD and locking onto a second 
one. If you then release two wcapon,s, the 
first will aim toward the EO iVlED's target 
and the second will head for the target 
being tracked by radar, 'Ihere’s no wa}' to 
check that the second target is within the 
gimba! limits of the second weapon's 
seeker, so point the plane ronghlv toward 
that target jus-t to be sure; if the seeker 
can’t see the where the radar is looking at 
launch time, it will not guide, 

'I he second method relies only on 
ladar. '^[his means only the first target 
selected can be Usually identified in the 
EO MED, unlike the previous method, 
which allowed you to see both before 



► BIG PiaURE It’s a tot easier to find and lock onto 
I the right target when using the fuil-screen version of 
I the EO MFD. 



If you decide to cany dumb bombs 
instead of the fancy hX) weapons, liitting 
moving targets in particular becomes 
mucli more difficult. You have to esti- 
mate lead manually, .so use CCll’ 

Mode 1 and place the pi]iper ahead of 
your target. ’1 be shorter the bomb’s flight 
lime, the lc.s.s lead 


► BOOM BOOM By learning how to guide multiple smart bombs simultane- 
ously, you can wipe out half a convoy in a matter of seconds. 


pickling. It does, however, have the dis- 
tinct adv'antage of working with as many 
targets as yon have weapons, ’ I he pmee- 
diirc is simple; lock up a target on gnnuid 
radar, launch a weapon, break the lock, 
select the next target, lock and launch, 
aiul repeat as ncce.s.saiy. 

Von may sometimes want to allocate 
multiple EO weapons to a particularly 
lough target. Simply press llie trigger 
rcpealcdly while the radar designates a 
target; all of them will lock onto that 
one target. 


you have to factor 
in. So the best pro- 
file when attacking 
ground vehiclc.s is to 
come in from 
beliiiid, WO feet off 
the ground — just 
high enough for 
your bombs to ann 
before they impact. 
MkiSZshavcsiicha 
small kill radius that 
they are iLsclcss for 
this task, so stick 
with Rockeye dus- 
ter bombs or fuel-air 
cN]3losivcs. /\gainsl 
amied warships, this 
technique is suicidal. Give in and use 
smart weapons instead. 


missiles will be more likely to 
hit the ground than your E-16. 
Keep your speed up to mini- 
mize your exposure lime. 

All your missile weajX)n.s are 
fully effective at tliesc altitudes, 
hut except for the CBU-K), 
iKHiibs w'il! not ann before ihev’ 
hit the ground. Ifthey did, the 
blast would .surely kill you. 'I he 
.solution to both problems is la 
loft the bombs by pitching up 
and releasing while in a climb. 

If the climb angle is shallow, the 
impact point will still be visible 
in the ! lUD and you can use 
the normal CCIP aiming procedures. Eor 
slec|)er diinbs, use the toss bombing 
method dc.seribeci in the sidebar "'[he 
Bonib." Either way, roll past 90 degrees 
immediately after release and make a 
hard diving turn to escape the explosion 
and return to (he sanctiiar)’ of low alti- 
tude. from the time you ))ull up until the 
the moment you level off in the weeds, 
])iimp out chaff and flares and use your 


janiiner ifyou have one. 


LOW AND FAST 

Regardless of Ihe ordnance you’re tot- 
ing, approaching a heavily defended tar- 
get is no easy' task. Llnlcss you use standoff 
weapons and tmst your ECM pod to pre- 
vent SMis from killing you before you 
can drop your load, (he .safest approach is 
to ingress down on the deck. Mying below 
80 feet will render yon practically im- 
mune to S/\i\'ls and AA/\. Ev-cn air-to-air 


DAMAGE, DEATH, 

AND RESURRECTION 

Nobody’s perfect. Some missions in 
B2B are .so tough that even the best sim 
pilot will inevitably take some hits, 'ton 
can do without most s'y'stcms, but a work- 
ing engine is obviously essential for avoid- 
ing a long walk home. Ifyou see y'ou liav'c 
an engine fire, don't panic. Just sluil down 
the engine, restart it in flight, and it'll he as 
good as new'. Iwen catastrophic damage is 
not dial big a deal in the sim, because 
ejection almost always succeeds. 

If the Iraqis get lucky and manage to 
down you before you can eject, there's 
still a way to continue your career. Co to 
the pilot .selection .screen and click on 
Ihe shiny mclal liamess buckle in the pic- 
liiie at the lop of the screen, then click 
on the OK button. I twill remain 
de]rrcs,se(l. Now' click on tlic pilot you 
w ant to recover and watch the OK but- 
ton ]io]> back out. 'tbiir pilot is now 
restored, and the events of the previous 
mi.ssion become nothing more than a 
bad dream. Wake up. get back out there, 
and do it right this time! % 
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TERRY COLEMAN • STRATEGY/WARGAMCS 


Command 

Decisions 

Battle Plans For Beating Four Great Strategy Games 




I get a lot of questions e\'er\’ 
month concerning lips 
and winning strategies. 'liy 
as ( niiglit, there’s no way 
tliat I can give detailed 
answers to cvciy questioii. 
So this month I’m devot- 
ing the column to hints 
and tips. Since wc’\ c 
focused on real-time 
games lately— with our multi-inslallinent 
articles on WarcmH' II, I’ll focus on 
some turn-based staiKlbj'S, 

SID MEIER'S CIVILIZATION II 

In higli-difficulh' games, such as King 
or greater, the Oracle allows )ou a lot of 
flexibilit)’. Doubling the effect of temples 
allows )'ou to build that big economic 
base with each cit)'. It also adds to )’our 
offensi\'e firepower, since citizens that 
would usually revolt with troops on the 
march under llepublic and 




I NEED MY SPACE The Oracle and Great Library 
make a tough combination, letting you dominate on 
both military and research fronts. 


Democratic gov'cminents are rendered 
oddly content b)' the Oracle’s vague yet 
persuasive j)owers, 
lire best weapon of ancient times, 
how'cver, is the Great Labraiy. iN'Iany play- 
ers use this to fake their research, mo\ing 
to a near-total warlike economy, secure in 
the Icnowlcdge lhatthcyw ill never be too 
far behind in cmcial tcchnolog)'. '^fliis 
strateg)' can backfire, though, if one civi- 


Terry's 15 Best Strategy Games Of All Time 


1 

Civil^tfiHi 

MicroProse 

PC/Mac \ 

2 

Mule 

EA 

C-64/Apple il 

3 

SlmCity 

Maxis 

Mac/Amiga . : 

4 

X-CQIVI 

MicroProse 

PC 

5 

Warcraft II 

Blizzard 

.p§ i 

6 

Arction 

EA 

C-64 

7 

Mastoef Orion 

MicroProse 

PC 

8 

Railroad TycMin 

MicroProse 

PC 

9 

Ctmunaml & Conquer 

Westwood 

PC 

10 

Warionls il 

SSG 

PC 

11 

Dune II 

Westwood 

PC 1 

12 

Reaeti for Ihe Stars 

SSG 

Apple/C-64 

13 

Jagged Alliance 

Sir-Tech 

.. ■: 

14 

Ogre 

Origin/Steve Jackson 

c-64 

15 

Heroes of Might & Magic 

New World 

PCI 


lizxition gets so far ahead in 
technolog)' tiiat a second ci\' 
doesn’t discover the advance— 
the crucial prerequisite for gar- 
nering discoveries \'ia the Great 
Ijibrar)', 

A much belter use of the 
Great Library' is to actually sfe/j 
up research in an area different 
from your opponents’. 'Hiis way 
you get the benefits of their 
research, j^lus the applied fruits 
of your own labor. Meanwhile, 
if you have a solid economic base, start 
building the some Wonder of the World at 
tw o different cities. Even if you build the 
Wonder at one city', don’t change to some- 
thing else, but leave the other city build- 
ing in limbo. Soon your adversaries will 
cLscover something that you really' need, 
which you then pick up with the Great 
1 Jbrary', At that point, you can switch your 
production over to the Wonder associated 
\\ith that technology', since most of the 
funds needed are already' allocated. 1 
often use this technique to snatch 
la;onardo’s Workshop or Women’s 
Suffnige from unsuspecting computer 
opponents (it works pretty' well in games 
ofClvNl'lUoo). 

PANZER GENERAL 

'Ihe Window's 95/Power PC xersion 
has created an upsurge of interest in this 
best-selling game, ’^flie biggest strategic 
omi-ssion I iiotice when playing games \'ia 
e-mail is that w ouid-be Rommeis are so 
busy buying high-pow'cred Pzlll/ tanks 
and I’ionero infantry tliat they neglect to 
buy rccon units. 1011 might gel by with 
this when pla\ing against the computer at 
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meet your 
Great Library 
and raise 
you two 
squadrons of 
Focke-Wulf 
190s. I|p 
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Create and trade battle maps with 
new terrain editor 

Three game difficulty settings 
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Westwood's FREE Chat Program** 



'Windows *95 version only 
"Requires existing Internet access 


Available this Autumn for 
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TERRY COLEMAN 


► Star General looks like it will be one of this sea- 
son’s hottest games, but SSI shows no Intention 
of stopping there: they plan to bring the popular 
series back to WWiI next year with Pacific General 
and a Panzer General sequel. Both will feature 
refinements to the classic system, with the possi- 
bility that the Pacific theater conflict will allow you 
to play both Douglas MacArthur and Tomoyuki 
Yamashita. I can see the add-on packs now: 


Kamikaze General and Generals of the Long March. 
► Talonsoft’s first real-time game, Age of Sail, has 
developed so rapidly that it should make Christ- 
mas. This has caused other games in the pipeline 
to shift: Battleground: Antietam should still be out 
in 1996; the shifting sands, however, will move 
the next 20th-century installment of the series, 
Battleground: Sinai, to sometime in the spring 
of next year. 


Kiir,sk for llic B7tli time, but wily liuman 
opponcnls will ex])loit your lack of battle- 
field inldligcnce. Save yourself soiuc lias- 
sle.s; at least buy a couple as ausiliarics. 


IB-IB sirengih can poke a few holes in 
even the toughest armor. 

Ihiin and snow turns are often just as 
welcome to the Oennan as the/Mlicd 
l)layer. lliey fonu a good op[X3rtunit\’ to 
pump air squadrons up to overstrength sta- 
tu,s. to upgrade air units {particularly 
Mel09s to l'’\VI9()s}, and simply to refuel 
aircraft without ha\’ing to w orn’ about 
reprisiils fmm tlie other side’s air uniLs. Best 
of all. you can’t be .shot down b\’ antiair- 
craft fire, so .send a couple of fighters deep 
into eneins’ icrritoi}- — again, hbeke-Wulfs 
work best, due to their long range — to find 
tlie holes in )our opponent’s defenses. 


AMERICAN CIVIL WAR 

'lire Confederate .side in the 1863 sce- 


Another myth that needs busting is 
“Over-reiiance on air power will get vou 
into trouble w'hen the rains fall.” Perhaps, 
but many Russian tanks that laugh at 
Cenuau arlillers'can easily be dispatched 
b)’ experienced |uS7 disc bombers. And 
fighters are more than mere escorts — a 


nario is probably the hardest to win. A lot 
of players liy to keep Grant out of Vicks- 
burg. but this tics down a lot of troops, and 
“Unconditional Surrender" Grant is tough 
to beat on the battlefield. If you abandon 
Vcksbiirg, striking toward Memphis is 
tempting. Problem is. the Union naw and 



Fockc-Wulf 190 built ii]) to 


Vinkee reinforcements from Cairo make it 


Terry's 15 Best Wargames Of All Time 


1 

Panz^Oenetai 

SSI 

PC/IVlac_J 

2 

Empire 

Interstel 

Amiga 

3 

Harp&mi 

360 Pacific 

PC/Amlga 

4 

Steel Panthers 

SSI 

pc’ 

5 

Gettysburs 

SSI 

PC/C-M 1 

6 

earners At War 

SSG 

PC/Mac 

7 

Battles ei Napoieim 

SS) 

pTyi 

8 

Kampfgnippe 

SSI 

Amiga 

9 

OperaliQd Crusafer 

AJomic/AH 

PC/Mac 1 

10 

BattlegitHind: Waterloo 

Talonsoft 

PC 

11 

Tigers oa the Prowl 

HPS Simulations 

PC 

12 

Perfect General 

QQP 

PC/Amiga 

13 

Pactlic War 

SSI 

PC ; 

14 

War in Russia 

SS! 

C-64 ' 

15 

Fflght Commander ii 

Avalon Hill 

PC/Mac 



DANCIN' IN THE RAIN Bad weather is your friend. 
Your scout aircraft can get up close and personal 
with even enemy AA guns. 

AAA >»Tniiw— mi Ill ■■III 


nearly impo.ssible to hold the cits’ for long. 
A better o])tion is to combine Johnston’s 
and Pemberton’s troo])s, feint against 
Nashville, and invade Kentucky. [‘Acn if 
you cud up rei'caling .south, vou .should tie 
up a lot of Union forces. 

AltematiscK’, I xingstrect’s idea of send- 
ing a coq» from lhe,’\nuy of Northern 
Virginia to as,sist Bra^ in 'lenncxsec is a 
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BAD DAY FOR SADDLESORES Zulus 
should always target British cavalry, to 
reduce their recon capabilities and 
reduce enemy morale. 


good gamble. Keep in mind, iunvaver, 
that this leaves Lee at the mercy of an 
Anns’ of the I’olomac not yet depleted by 
Gdlysburg. Wluit s’oii do depends on 
how’ many more miracles you believe 
“Mar.se Robert” has left in him. In anv 
case, the Rebels w on't be able to ins ade 
Mars’land or Pcnnsyls ania this summer, 
perhaps neser again. 

ZULUWAR! 

Av’cryaggrc.ssivcstraieg\' with the /ulus 
may pay off against a nosace Brit, bni the 
key to winning against s’deran Aiiglo|)bile.s 
is to limit their mobility. I'ii’st, baianec the 
contest by .selecting the “s’ariable Kraal" 
option, to frustrate those plasers w ho base 
the Zulu setups memorized, 'I hen the 
Zulu plaser should target the AngltK-Mlicd 
cas alrs'; the loss of cas’aln’ probes will clens’ 
the British ])layer the data he needs to |)!an 
coordinated attacks. % 


CC 


NOVEMBER 1996 







^ 1 ' ! 


I! RIFLES^* 


Warqame Constructkin Sn” III: AQE OF RIFLFS'allows you to build armies 
and participate in the endless battles fought between 1846 and,1905. Choose 
from 6 campaigns and 60+ scenarios - including 3 Civil War campaigns and 25 
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Simultaneous or turn-based 
gameplay plus adjustable turn 
length and game speed will 
challenge both real-time and 
turn-based strategy gamers 






stunning "top down" view SVGA graphics 
and battle units rendered from 3D models 
pack an astounding visual punch 


Play mission and campaign 
games or create your own 
custom game where you 
start a colony from scratch 



Any combination of up to 
four human or computer 
opponents can wage war. 
Battle over a network or clash 
head-to-head via modem 



Play as one of eight Factions, choose 
from over 50 land, sea, and air units, 
upgrade armor, speed, and range 
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STRATEGY/WARGAMES 


HEAD-TO-HEAD REVIEW • ROBERT E. LEE VS. AGE OF RIFLES 




Robert E. Lee: 
Civil War General 
Price: S59.95 
Required: 486 proces- 
sor, Windows 3,1 or bet- 
ter, 4M8 RAM, 14MB 
hard drive space, SVGA 
graphics, Windows- 
compatible sound. 
ft of Players: 1-2 (hot- 
seat, modem or e-maii) 
Designer: Jeffrey Rske 
Publisher: Sierra 
On-Line, inc. 
Beilevue, WA 
(800) 757-7707 
Reader Seruice ft: 340 


Rebel Generals 

Both Age Of Rifles And Robert E. Lee Strive To Be 
The 19th Century’s Panzer General 




.smoothbore muskets and finished with 
(he telegraph, submarines, treneli lines 
and machine guns. clioo.scs lofociLS 
.specifically on tliis conflict, while higli- 
iighting the fighting genius of its most 
famous general. /\nci though has a 
bujader scope — covering ever)’ major 
battle from the Mexiean-Amcrican War to 
the Rus,so-)a)Xinese ctaiflicl at the turn of 
this cenlur)'— it simply takes a longer 
view of tlic transitions in technologv' and 
battlefield doctrine during this period 
when the common soldier was still king. 

Pai1 ially because )^ou don’t have to 
manage air, land and sea forces (or Ores, 
Dragons and magic spells), both games 
arc fairh simple to learn. has a nice 
video tutorial included right on the CD, 
and Rji-lilS has a generic “Civil War” tuto- 
rial .scenario to get you marching and fir- 
ing volleys in a hurry'. Each game allows 
you to turn off the hc\grid outlines, and 
their attempts to distance them.selves 
from traditional wargames don’t stop 
there. 

Ei;i'; takes the position that while small- 
arms weapons might fire up to 400 yards, 
they were only effective up to 200 yards. 


by Terry Coleman 

I ’ll nev er forget a Civil War re- 
enactment I vvitnes.sed as a child, 
'(he tight fomiations of the sol- 
diers as they marched were in 
shaq) contrast to their coarsclv 
woven, sometimes patched, uni- 
fomis of Confederate butternut 
and Union blue. Combatants on 
both sides sported wire-rim 
glas,ses, manv chewed t<jbaeco, 
and .some took the realism too far bv hav- 
ing holes in their shoes, 'llicre were bitter 
defcnsc.s, brave charges and counter- 
charges, and the glint of bayonets in the 
summer sun. But the most distinct mem- 
ory' 1 hav'c of that day is the smell of gun- 
powder, accentuated by the thunderous 
roar of cannon. 

It is this .sense of martial beauty — the 
.sounds, smells and pageantiy— mixed 
with the all-too-real terrors of the battle- 
field that both Robert'!',. Lei'; CtMt.WAR 
Gi’'.Ni':R\i.and WvRGWii'CoNS'nuicnoN 


ROBERT E. LEE It's tempting to overuse your 
leaders in the Iront lines. While you might survive 
^ without Longstreet, Early or Hood, each of these pop- 
ular leaders has a tremendous positive effect on 
morale— the most crucial factor in combat— so you'll 
thrive by keeping “Old Pete" and the rest of your senior 
officers healthy and happy. In fact, the most straightfor- 
ward way to win the campaign is to prevent Stonewall , 
Jackson’s death at Chancellorsville; “Lee’s right arm” 
makes a huge difference at Gettysburg and Washington. 


SlTI' 111; (.)I' RiI'LES trv to c;i|)tiirc. Tlie 

graphic re])resentiitions of units from both 
games recall stylized miniature soldiers, 
and the bases on the RilTJvS figures, in par- 
tieular, wouldn’t have been out of plaee in 
a IVth-ccnlury tabletop game. Lee even 
goes so far as to call itself 
“So realistic you can 
smell the gunpowder.” 
Wdiilc mycbildlioud 
memories might wish for 
just that. I do wish 
Sierra's marketing would 
tone it down. Such quib- 
bles aside, both these 
games have a lot of his- 
torical flavor to go with 
the pretty pictures, for 
vviiich anv aficionado of 
19lh-ccnlury conflict can 
count himself fortunate. 


AGE OF TRANSITION 

[lie tnic link bcRveen 
the Napoleonic conflicts 
and Jlie War to End All 
Wars, flic American 
Civil War began Willi 


cc 
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I The correct way to outflank an enemy unit in Lee: direcliy 
opposite from the first attack. As the Confederates, you must 
counterattack vigorausiy if you want to win at Antiefam. 


I Fitzhugh Lee is your 99-strength ace reserve. Since Rifles 
rates formations more on training and moraie than head 
count, this unit can repeat its fine showing at the bioodi- 
est day of the Civil War 


[ The toughest early fighting in Lee occurs around the famous 
Burnside Bridge. Take out those sharpshooters, then puii back 
from the bridge one unit at a time, deiaying as long as possible. 


► in Age of Rifles, the fighting centers around the middle 
and iower bridges, but with a twist: You can’t win a 
decisive victory unless you take the Union VP hex 
across the creek. 


► When set to “super tough," the Ai is even more aggres- 
sive than “Rghting Joe" Hooker was at the actual battle, 
leading to historically high casualties in the famous 
Antietam cornfield. 






Wargame Construction 
Set 111: Age of Rifles 
Price: S59.95 
Required: 486, 4MB 
RAM, 10MB hard drive 
space (65MB recom- 
mended), SVGA graph- 
ics, Sound Blaster- or 
General MIDI-compati- 
ble sound. 

H of Players: 12 (hot- 
seat or e-mail) 
Designer: Norm Koger 
Publisher: Strategic 
Simulations, Inc. 
Sunnyvale, CA 
(800) 245-4525 
Reader Service H 339 
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Amazing Artificial Intelligei 
plays like it's got one. (A big 


Violence. Explosions. Profanity. It's a 
game designed to become an obsession. 


Drink beer, visit exotic lands, 
kill the inhabitants. 






They're drunk. They're stupid. 
They're on your side. 


Sadist. Megalomaniac. Slightly less than attractive. Meet 
Commander Zod. You'll answer to him as you lead armies 
of beer-swilling, drunken robot soldiers from planet to 
planet, destroying everything that stands in your way. The 
game is called Z. It's got the depth of a strategy game, 
and the balls of an action game. Featuring the most realistic 
explosions out there, over 35 minutes of 3-D scenes and 
multi-player options for network and modem play. Z. 

Drink beer. Blow stuff up. It's going to get ugly. Really ugly. 


"The action in Z can be described in one word: intense." 

PC Gamer 


"Humorous, fast-paced and crowded with dismembered body parts and 

debris, Z promises to be a very stressful and challenging title that ups the 

ante on real-time wargaming." , 

Computer Gaming World 

"...Forget Warcraft; this game offers strategy, action and humor- 
withan incredible A.I. to back it ail up." 

Fusion 


Commander Zod is waiting, www.vie, com 

Z ©1 996 The Bitmap Brothers. Licensed exclusively to Virgin Interactive Entertainment, Inc. From Renegode 
Software, a Warner Interactive Company. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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STRATEGY/WARGAMES 


HEAD-TO-HEAD REVIEW • ROBERT E. LEE VS. ACE OF RIFLES 


C hoosing weapons in Robert E. Lee is a lot like 
upgrading in Panzer General: You never have 
enough money to buy every weapon you need. 



Start by purchasing cheap rifles such as the 1842 
Palmetto musket. Enfield rifles are nice, but you won’t 
be able to afford the ammo, 



Cavalry weapons are easier; Just load up on sawed-off 
shotguns. 



t The six-pounder cannon is best: nice firepower (10), 
cheaper reloads, range of 6 is plenty in heavily 
wooded Virginia terrain. 



So tlic designer set the ni;ip scale at 200 yards per lie.\, which 
allows each unit equipped with sinall-arms to fire at a range of 
one hex and onl}' one hex. Since cannon may fire farther, of 
course, this docs create an obvious qualitative difference between 
the two major arms, lb compensate, units willi Springfield 
repeating rifles, for example, arc given proportionalK’ higher firing 
strengths than 1S48 flintlock muskets, for an equhalent number 
ofmcn.'lliis design decision makes LTiE’s combat system a lot 
easier to as.siniilate than that of, say, BArilJitatOUND: Si ilLOi I, 
but cutting down on the micro-managing also removes a lot of 
the tactical flavor. 

RiPl ,l':s, on the other hand, \'arics its scales from 11)0 to 400 
yards per hex, de|)ending on the battle being depicted. And 
unlike Ll';! ;, RlPLPS lets you shoot to tlie extreme length of your 



DO YOU KNOW THE WAY TO SAN JOSE? If you're into obscure 
battles, Rifles has Chileans and Peruvians facing off at Arica in 
1879— acquired taste, indeed. 


range, lea\ingyou to decide w helhcr it’s wortli expending the 
ammo for diminishing returns, \V!ien you take aim at an enemy 
unit, the color of the targeting cursoi' show's blood-red for point- 
blank fire, orange for as'erage, and so on, down to green for tnini- 
nialh’ effectis'c fire— an elegant visual aid that speeds play and 
aids in decision-making, 

A MAHER OF FACING 

ZOCs— /(jnes Of Control— tliose hallow ed old warhorses of 
turn-based games gone b\’, arc now'herc mentioned in the manu- 
als or Rh'AD.ME files of either l,l':i': or RiI'LPS. In Lh:K, ZOCs are 
just like llic hexgiid outlines, Ijeeausc even if (like ihc design 
team) you liv’ to conveniently ignore the existence of ZOCs, they 
still restrict mo\ cmcnt. ZOCs don't affect combat in Lkp, but 
tliat's naiy a problem, given the onc-hex limitations of small-amis 
combat. 

In Rii''i.!';.s, ZOCs don’t exist, per se. Instead, mosang nexi to an 
cneni}’ draws reaction fire, which may stop the mo\'ing unit dead 


.ilk. 


ce 
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There is a planet . 
luhere people hue in peace B 


harmonp. 



your people, power your 
city, fuel your economy, 
deploy your army and 
destroy Enemy Nations™... 
before they destroy you. 


^ Battle the computer’s Al 
i. or match your wits 
i against dozens of players 
V on the Internet 






Control the action through 
multiple real-time windows 


Maneuver across 
photo-realistic 
elevated terrain 
in stunning 
Hi-Res 3D 


VIACOM 

nfUjmfDm» 


www.vlacomnewmedia.com 


Call (800) 469-2539 to order. 


© 1996 Viacom International Inc. All Rights Reserved Viacom New Media, Enemy Nations 
and all related titles, logos and characters are trademarks of Viacom International Inc. 




Command & Conquer Gold Edition for Hindoms* 9S! 


ALL-NEW GOLD EDiTIDN FEATUHES 


/ 



Super VGA Graphics intensify 
realism and excitement 

Internet Head-to-Head play 

Play against competitors across the world 
with Westwood Chat* 


New Command & Conquer Theme Pack includes 
screen savers, icons and desktop patterns 



Commorid & Conquer is a trodemark ot Westwood 
Studios, Inc. ©1995, 1996 Westwood Studios, Inc. 
All lights leserved. Windows 95 is o regiswred 
iiodemoik of Microsoft Corporation. 


Westwood™ 


* Requires existing Internet access 


www.westwood.com 
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Oriflinal Scenarios Created With The 
AGE OF RIFLES™ Game Editor. 


Computer Gaming World and SSI Present 
The AGE OF RIFLES Scenario Design Contest! 

You could be the lucky one who pockets $1 000 cash or a beautiful 
art print depicting a 1 9th century military scene! Simply create and 
submit scenarios using the AQE OF RIFLES Qame Editor and you'll 
be entered into a random prize drawing. All scenarios that meet the 
requirements listed below and are postmarked by December 1 5, 1 996 
are eligible. So crank up your Qame Editor and start designing! 


Riewarrd: • Grand Prize: $1000 (1 winner) • 2nd Prize: 1 Framed Cranston Fine Arts Print, 
worth up to $300 (2 winners) • 3rd Prize: Gift Certificate for a free game from SSt Direct Sales (20 winners) 

Requirements: Scenarios must utilize a 100 yard scale on a minimum 50 x 20 hex map. Scenarios must be between 
15 and 25 turns in length. Scenarios must feature land troops with a minimum of 2,000 troops and 8 game units per side. 
Scenarios copied from AQE OF RIFLES or any other computer or paper game will not be accepted. Scenarios must be 
created using the AQE OF RIFLES Qame Editor. 

Send your scenario, by pre-paid U.S, mail, on a 3.5 inch IBM® compatible floppy disk, along with your name, address and 
phone number printed on a 3 x 5 inch card, to the address below. Scenarios must be postmarked by December 1 6, 1 996. 
AQE OF RIFLES CONTEST • Computer Qaming World • 14th Floor • 135 Main St. • San Francisco, CA 94015 


Ail scenarios submitted become the sole property of SSI and will not be returned, Criteria satisfaction will be determined by a panel of SSI Development and Computer 
Gaming World editorial staff. Their decisions are final. SSI is not responsible for lost. late, stolen, damaged or misdirected mail. The random prize drawing of eligible entries 
will be held no later than January 15, 1997. Random drawing will be conducted by Computer Gaming World. All decisions are final. All winners will be notified by phone 
within ten days, and then by U.S. mail. Winners who cannot be contacted by phone and whose prize notification letters are returned forfeit their prize, and new winners will 
he substituted via random drawing. Odds of winning depend on the total number of eligible entries received. All tax liabilities are the sole responsibility of the winners. Gift 
certificate redemption is limited to available stock. No purchase necessary. No prize substitutions. Void in Rhode Island and where prohibited. Contestants must be 18 years 
or older. Contest open to U.S. residents only. Employees of Mindscape, SSI and Computer Gaming World and their immediate family members are not eligible. For a list of 
winners, write to the above address after January 15. 1997. Contest sponsored by SSL To contact SSI regarding this contest, write to the address above. 


. WARGAME CONSTRUCTION SET and AGE OF RIFLES are trademarks of Strategic Simulations, Inc., a Mindscape 

Company. ©1996 Strategic Simulations, Inc. All rights reserved. All other trademarks and registered trademarks are 





1 1 the property o1 their respective holders. 
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ROBERT E. LEE VS. AOE OF RIFLES • REVIEW 


Live Announcers 


in its tracks, l-laving a “field of fire" is 
essentially the function that a traditional 
ZOC perforins in other 19tl>ccnhiry 
games. 'Ihe major difference here is that 
the movement restriction when moving 
adjacent to an enemy is not absolute. 
Itaeh unit in Rli 'tES is given a standing set 
of orders for when to fire, as indicated in 
the chart. 

Tlui-s, ) oil see that if an enemy tried to 


first be engaged at 3 hexes awa); then 2, 
then at point-blank range, provided that 
you had given |Dro[>er orders to your 
defensive line. Conversely, if all your units 
holding a particular position were flailing 
away at long range with weapons ill- 
suited to that purpose, von 
might find that the enemy 
force mov cd tlrrough your 
field of fire relatively 
unscathed to outflank y ou! 

All units in R!['T.ES must 
face a particular direction, 
which detcnniiies their front, 
flank and rear hexes. Addi- 
tionally, units may be in any 
of the following fonnations: 
line {l)cst for combat), sup- 
portcd-linc (fair), march- 
column (mobile), attack- 
column (great for melee), 
defensive (in forts); or that old 
Na])oleonic standby, a square. 

WTicn their morale Isreaks, 
units become disordered as 
well. llll'l.tvS goes to great 
lengths to provide realism, 
accounting for fatigue on the 
march, .skinnishers, and even 
stragglers, all handled effort- 
lessly' by (lie game system and 
interface. 


Bv comparison, units in I .El-: have 
merely march-column and combat-line 
formations from which to choose, and no 
nilcs for facing. 'lliis scarcity' of choice, 
combined with the rigidity of ZOC 
restrictions, would seem to limit l.l-Es 
flow of play, when compared to the free- 
wheeling movement through hailstoniis 
of bullets that characterizes Run. r.s. Well, 
yes and no. Lee is meant to be simpler to 
play, but it has a lot of subtleties. Chief 
among these are the spe- 
cialty units; Shotguns offer 
hard-hitting firepower with 
little manpower expendi- 
ture. Shaqxshootershave 
an increased chance of 
taking out enemy leaders. 
Stragglers return w hen 
unit morale improve.s, and 
they increase .supply— 
since they weren’t around 
before to fire anv shots. 

Also, it’s casv to tell w hen vou’re 
behind an enemy unit in RU LES, 'lb out- 
flank a unit in Ll-a:, you must attack it with 
tw o different units from cxactfyopl)()site 


sides, dlierc is also a vaguelv evplained 



of rifles Keep in mind the dis- 
parities from conflict to conflict between 
^ armies of different nationalities. In the American 
Civil War scenarios, for example, cavalry is used 
more for reconnaissance, with some dismounted 
fire capability that is appropriately less than com- 
parable infantry units. By contrast, most profes- 
sional European armies, particularly British 
Lancers, have a high melee rating, making them 
perfect to run down retreating enemies. Trying this 
tactic, though, against high-morale units— espe- 
cially those with plenty of ammunition— will quick- 
ly show you why the Charge of the Light Brigade 
was never repeated. 


mil through a ga]3 iii your line, he would 




Type of Fire Reaction At 

Free Fire 3 Hexes 

Neat Fire 2 Hexes 

Walt Fite 1 Hex 

Counter Fire Weapen Range 

Hold Fire No Reaclion 





"How here's the 
leader, driving 
on 17...'' 



"And WOW, he 
really smacked 
that one 


"Yes— hut it 
looks to me 
like it's slicing 
way left..." 
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Get Civilized... 


The critics are raving about CIVILIZATION II: 
“Simply the best!” 
“Civilization II is a must have!” 

-PC GAMES- 

“★★★★★” 

• Computer Gaming World- 

Winner— Editor’s Choice Award 


...Again 
and Again. 


SID MEIER'S 


(Mfflnili (MMION 


CONFLICTS IN CIVILIZATION 



new challenges from the Crusades to the Civil 
War, from Alexander the Great to an all-out alien invasion, 
Sid Meier) Civilization II Scenarios delivers more worlds to 
conquer and more long nights! Jump right in at whatever 
point in time you choose! 


Visit your loal retailer or call 24 hours: 1-80D-695-GAME (U.S, and Canada). Available for Windows CD-ROM. 


PROSE 

www.microprose.com 
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ROBERT E. LEE VS. AGE OF RIFLES • REVIEW 


Reactive Crowds 




iilgoritlim that penalizes a unit each time 
it is attacked by an enemy of equal or 
greater force, ’ledioiis, perhaps, but it 
worics pretl\' \\’ell in ])ractiee. Both games 
handle charges realistically; In R)n.i:s. the 
charging units must undergo a morale 
cheek; I^e makes you spend Anny 
morale to entice your tired soldiers to go 
"once more into the breach," a nice 
touch, 

'Ihe din of battle fairly bursts from your 
speakers, with the digitized screams of 
RiI'LKS getting the edge, although the 
,southeni-drawi \oiceo\’crs of Lkk offer a 
])leasant bridge between scenarios, 
Similarlv, the animated ,scquence.s of 
i^n,F.s for each indKidual firefight can’t 
touch the profe,ssiona! nunie clips of 
1 ,i‘a ;’s battles (filmed at a Cli\il War rc- 
enaciment), ’llien again, many gamers 
will evcntuallv tire of these and turn them 
off. just as they did the fhen-revolutionar\- 
animation of Ch’,Ni':R\!. 

NO PENINSULAS HERE 

Comparing the incredible number of 
scenarios (over 40) and campaigns in 
l4!i Li:s to those of 1 .iili seems unfair, since 
the latter co\ ers only the eastern theatre 


of the /\mcrican Civil War. lA'cn so, 
does cut a few- corners. It includes lursi 
Bull Run for historical perspective, 
although Bobb\' I X'c wasn’t there. 'Ihat’s a 
nice gesture, but moving immediatelv’ 
after that to Second Bull Run in the cam- 
paign is misleading. 

'ibu .see, |oe Iv )ohn.ston, a fine tacti- 
cian, wasn’t parliciilarK loved by his men, 
so jefferson Davis remov ed him from 
command. Replacing Johnston was 
Davis’s militarv’ advisor— Robert Lv 
Ij^e — \vho.se only oilier campaign bad 
been a disastrous lo.ss of West Virginia (it 
was to become a [ Inion state in 1863). 
Neither this campaign nor “.Marse 
Robert’s" coming-out paiiv' versus 
McClellan outside of Richmond are 
included. VMiere arc the struggles of the 
Seven Days’ battles, where Ice’s Anny of 
Northern Virginia w as forged, forcing the 
superior Union forces down the penin- 
sula? Surclv thc,se .scenarios would have 
added more depth and more tactical 
challenges to the campaign game, 
besides giving gamers a glimp,se into the 
beginnings of 1 a'c’s legend. 

Once v ou get pa.st these omissions, 
however, l.ia-: does a good job of showing 




"Ooohh" 


"That's gonna 
leave a mark" 


CC 
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another 


By far, the largest, mo^ 
detailed foes ever seennn 
fighting game. Up to 3;^ 
the screen's height. / 
Innovative screen panning* 
zooming, real-time scaling, 
shadows, and special 1^!^^ 
Interactive, animate^ and) 
detailed backgrounds^^that 
often hide special danga^/ 
8 characters, 2 champiansj 


Special moves, combosi 
resurrections, & humilial 
Blood sucking, claw stasll 
ing, tail whipping, karate 
kicking, fist ramming, body 
slamming, blood spurting 
action — need we say more? 





Gen 

INCOkPORATED 


Developed by Ar^jo Games 
Published by Apogee SofCwara. Ud, 
Distributocl by ror-mGen 



Software CreationB Web BBS [htQ3://www.swcbbs.com) 
WWW Site (htcp://www.apo8a0l .com) 

CIS (Go APOGEE) AOL (Keyword APOGEE) 



ROBERT E. LEE YS. ACE OF RIFLES • REVIEW 


Hitting stores this fall 


the ebb niicl flow of Civil Wnr combiit. 
Second l^iill Run rccjuircs that von dela\' 
v\ith Stonewall Jackson \shile l.XHigstrcct 
oiitinanenvers llie Union arni)’. Chancel- 
lorsvillc is a inarch and counter-march 
dc,s])cralion whirlwind worthvof Fred- 
erick the Great. 'Ilie Washington scenario 
actually makes more sense here than the 
similar bailie in GI'-NIlR/XL, 

because it offers a historically logical fol- 
low-up to a resounding Confederate \’ic- 
tor)’ at Gettssburg. 'niroughout all the 
battles, the Al performs pretty well, but as 
soil’d expect, it fares better in the role of 
Grant than Pope. 

THE LONG MARCH 

In any collection of 40-plus scenarios, 
a few vsil! inevitably fail flat, 'flie stacking 
limits of two units per hex put a crimp in 
more than one scenario. But considering 
that some of the conflicts covered in 
RifI-ES arc hardly the most exciting mate- 
rial from which to craft wargames — take 
the Russo-Japanese War, p/eflsc— the 
overall c|ualit\' is remarkably high, 'llie 
weapons of the iMexican-American War, 
for instance, pale in killing power to 
those of later conflict, s. rec|uiring that you 
master different tactics in each cam- 
paign. Moreover, the campaigns of 
Rll'lliS are every' bit as difficult and 
addictive as those of R\N/F;itGl',Nl'.H.'\l,— 
high praise, indeed, 'llic Soldier Queen 
is m\’ favorite, a multifaceted romp 
through an era when the Union Jack flew 
in every corner of the world. You pit your 
Maxim machine guns agaiirst .spear-car- 
rying Zulu vrarriors, put down uprisings 


in India, and even duke it out with old 
European adversaries in the Crimea. 

if the campaigns aren't enough to keep 
you enticed for hundreds of hours, simply 
link existing scenarios into a new cam- 
paign. ' I he scenario editor of RiF'i.l'iS is 
much better than that of '1 ASKS! — it even 
lets \'ou create troops of fictitious nation- 
ality, complete with uniforms that you 
design— and is the single biggc.st edge 
tliat f^l-U-S enjoys o\ er 1 

So which is better? Currently, ROitF'.ItT 
E. Lee has the most entertaining Civil 
War campaign, but it isn’t up to the 
superb B.\flLECROi.'Nf): Si tlLOl i as a 
recreation of Civil War combat (keep in 
mind that lalnasoft needed some lime 
to hone its craft as well). It also has .some 
curious omissions in terms of battles and 
isn’t as fully realized as Rin.FS. 

AuIvOF' Rli'liiS, for its part, is incredi- 
bly ambitious, and sometimes .slips. 
/Alreadv; complaints arc hitting SSI about 
tlve annoving pla)’-by-e-mail bugs. \Miile 
die documentation is adequate, some 
may wish for more strategv tijjs. Others 
mav miss their familiar ZOCs. Still, few 
games of any genre realize so many of 
the lofty goals for which RlFlF'.S strives. A 
game that refuses to sacrifice cither his- 
tory or fun, it stands as Nonn Roger’s 
masteqjicce— a game that will be 
played by many gamers for a long, long 
time to conic— and deservedly so. In the 
end, if you must buy only one of these, 
get l^l'l ,l- S, but real Civil War fans 
should pick up Ll';i:', as well, so that the 
historical flavors can mingle on their 
hard drive. % 


MJ 





ROBERT E. LEE 


^APPEAL: For anyone interested in 
the Civil War’s most legendary mili- 
tary leader. 


AGE OF RIFLES 


^APPEAL: A must-buy for anyone 
remotely interested in 19th-century 
warfare. 


^PROS: Solid Al; nice period 
graphics; entertaining Civil War 
campaign featuring the most 
famous battles. 


►CONS: Ques- 
tionable scale; 
light on tactical 
detail; some of 
Lee’s most 
important battles 
are inexplicably 
left out. 



►PROS: Captures the flair and fun 
of the era without compromising the 
history; over 40 different scenarios; 
robust editor; wonderful campaigns; 
excellent Al. A winner through and 
through. 

►CONS: Some 
PBEM bugs; 
merely adequate 
manual; stacking 
restrictions limit 
some scenarios. 




...look out for 
the most exciting 
tournament golf 
game you've 
ever played. 



"This is NOT 
your typical 
golf gamel" 

(You will take a 2 stroke penalty 
for hitting the spectators) 

Looking Glass Technologies 
HTTP;//WWW. LGLASS.COM 
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I tSs ^ 




Ji’s (he ’rilanic’s laicliil iiiglil mul you play 
a Briiish agent - the key ligure enuiiigietl 
in a care against time to change the course 
of 20ih century liisiory. 


Advanced IWO" niovemeni puts you on hoard an 
historically accurate SGI rendition of the Titanic 
as you search for clues and secret docuinenis in 
fully explorahle 3D environments. 


A story of intrigue and disasier unfolds as yoti 
interact with «>ver 25 lull) animated chartulei 
who reineinher your responses and act accttit 
N ingly as you crissc ross their paths. 



A Ciraphical .Advcnuirc 

Free Denu> Disk www.iin.gie.coin 

Entertainment 



£lli 
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Price: S49.95 
System 
Requirements: 
486-66, SMB RAM. 2x 
CD-ROM drive, VGA 
graphics, 20MB hard 
drive space. DOS 6.0; 
supports most major 
sound cards. 
# of Players: 1-4 (IPX 
network) 
Protection: None (CD 
must be in drive) 
Designer: Bitmap 
Brothers 
Publisher; Virgin 
irvine, CA 
(800) 874-4607 
Reader Service it: 341 


T Marks 
The Spot 

Virgin Hres Off A Reai-Time Strategy Game 
With Humor And Surprising Depth 



► BOMBS AWAY Don’t be fooled by Z’s humor and graphics; 
underneath is a strategy game with iots of twists and depth, 
including units with pretty good A1 that require different strate- 
gies of usage. 


by Martin E. Cirulis 

iU'c you fniiiicl 
yourself playing 
Cc)M.\L-\.N'D & 

Conqi)I':r late- 
ly and thinking, 

"Cec, this is 
full— butluish 
.stuff blew up a 
lillle belter and 
things weren’t 

so darned grim?” Well then, do 
1 have good ncv\'s for you; ll 
looks like the eybergods ha\’e 
smiled upon your needs once 
again and cleli\'ercd a game 
that ill satisfy, V'irgin and 
tho.se nutty Rilniap Brothers have come 
up with a fun little COMMVND 
CONQUHll clone called Z, whicli prosides 
some intcre.sling tactical challenges while 
keeping the tone on the cartoon side of 
the street. 

Your mi.ssion is to make the galaxy safe 
for Red Robots e\'ery\\'here by cnishiiig 
the dc.spicahle Blue Robots who threaten 
peace c\eryx\iiere because thc\’..-are not 
Red, I guevs. Your first clue that you have 
entered a \’ery silly universe is the inlro 
duetion, w'herc you meet your two l^ecl 
Robot pilots. Thc.se rocket-fuel swilling, 
mechanical beach bum rejects are 
delivery men for the tin-can Patton, 
Commander Zod — the android who 
directs you to battle — and they ser\'c as 
your comcdic rew'ard; you get trr \icv\' 
their hi-jinks after completing e\’ery battle. 
Parents should be warned, thouglu'diese 
Robo buffoons arc meant to entertain 
adults, and the swearing flies freciucntly. 

Mard-core gamers may be annoyed by 
the Rinny animation, but for the rest of us 


the excellent quality of most of the bits 
and their amasing nature can give a wel- 
come re.spite from the usna! leelh-grittins 
tension of real-time wargamc.s. 

THE COGS OF WAR 

As far as ihc warfare itself goes, what 
)'ou are really looking at is an exeellent 
quick-'n’-dirty version of COMMXND & 
CoNQlil?l{, stripped down for .speed and 
playability. All the 
marching units and 
shoot-fjuis hax'c 
been maintained, 
but the concept of 
base-building has 
been dropped in 
favor of capturing 
territories, a step that 
makes the game less 
complicated but 
reduces the tactical 
difficulty of the 
game only .slightly. 

In a sw itch from 


the CA'C model, how'cver, Z has 
little robot soldiers fighting over 
battlefields composed of .several 
“territories,” Racli territory has a 
flag, and usually contains either a 
radar insiallalion or automated fac- 
tory'. Wliichever side captures the 
territoix' flag gains control of the 
stnicturc in that territory. Once you 
capture a factor)'. you can begin 
producing units. All units are free, 
but they require time to produce— 
the more powerful the unit, the 
longer it takes. /\s \ou gain control 
of more (erritorie.s, your factories 
become more efficient and units 
are prtxluced more quickly. 'Ibis is 
good when \ou are winning, but it means 
that it becomes awfulk hard to dig your- 
self out of a disadvantageous position. 
Also, factories do not stop production 
when the territory changes hands, and the 
computer plax er has an annoying habit of 
seizing a flag [list 3 .seconds before the 
allached faciory' produces its unii. 
Ultimate victory' is only achieved by 
destroying the Blues’ fort in their original 
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STEEL PANTHERS is a iratlemafk of Sffategic SimufatiDtisr 
0 1996 Strategic Slmulaiions, Inc. All rigtits reservsd. 


eie is life after World War 11. 


After playing Steel I’anthehs” and enjoying its incredible WWIl armored warfare, 
you're dying fur more. Your prayers have been answered with STEEL PANTHERS II. 
Fight campaigns in recent wars such a.s Korean, Sinai, Vietnam and Desert Storm. 
Enact hypothetical battles like NATO vs Warsaw Pact. Or create your own with 
the random scenario generator and editor. This is SSI and Gary Grigsby 
at their very best. Detailed historical accuracy. All the right tanks, 
hciicopters. jet fighters and missile sites. SVG.A graphics. Intense 
^ animation. Digitized photos 

■ti^, I and sound effects. Modem 

I I J video combat footage. 

1 J If war is heil, this is 

I lUl wargaming heaven. 


lo order: Visit your retailer or 
caB l-800-6(H-PLAY with Visa/MC 
(North America only). 


PC DOS CD-ROM 
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Where’5 the sport in that? 


Crime is rampant. Jails are overpopulated. The Commihee Of Recreational Termination (C.O.R.T.) is hell-bent 

ON PUTTING THE SPORT BACK INTO CAPITAL PUNISHMENT. YOU'VE BEEN SENTENCED: DEATH OR DEATHDROME.™ 

Your one chance for survival and your only hope for freedom. The rules are simple: PLAY OR DIE. 

Enter the arena, the DeathDrome, on a futuristic driving machine in the ultimate battle to 
save your life. Embark on a lethal combination of open-throhle driving and high-tech 
weaponry. Shoot and kill your fellow cons fighting for the same prize to advance to 
the next arena. Reach your “kill quota” and you taste freedom. If you don't, you die. 





• 3 PEDSPECnVES INCLUDINC FULL 360° VISION. • REAL INTELLICENCE PROCRAMMEO BY FORMER U.S. MILITARY SIMULATION TEAM. 





PaySlation is a trademaiK of Sony Compirisf Cmeitainmafrl, lr<c. 


VIACOM 

nsiumsDin. 


• Single/Molti-Player. Up to 8 players on a LAN. 2 Puyers on the PlayStation™game console. 


Open environments with onrestricteo 3-0 movement. • Vehicle motion utilizes real world physics for an incredibly realistic experience. 


% 

Ik. V ,,, 

Experience deadly arenas like Alcatraz II, Purgatory and The Aoyss. • Original soundtrack can be played in an audio CO player. 


Play like your life depends on it... it does 


Available on: PC CD-ROM & 
THE PlayStation™game console 


Circle Reader Service #178 



REVIEW • Z 


rKEt: AUULI 

CD-ROM DIGIZINE 

Experience digital erotica first hand. IQ Magazine 
presents it’s new CD-ROM edition. 

This first ever adult 
multimedia magazine puts 
erotic exploration at your 
fingertips with every issue. 

TRY ONE 
FOR FREE!! 

Just call 800.999.7995 to get 
yours now. 

S&H S695 Discretion Assured 


WWW. 



com 


Mission Control 

HOT ADULT SOFTWARE 
WWW.MISSIONCD.COM 



A**Troids 

Starring Asia Carrera. Only 
you can keep 'em coming, 
but you’ll have your hands 
full. A Sci-Fi thriller! 




15 levels of 1-on-1 action. 
Battle against 6 hot 
opponents in this all out 
food fight frenzy. 


FantaScenes 

"★★★★1/2" - Adult Video News 
You call the shots. Pick the girl. Pick the 
camera. Pick the scene. You have total 
control! 


Are /Asian women your cup of 
tea? An ancient game is all that 
stands between you and your 
Asian fantasy girl. 


Starring Virtual Victor 
You control Victor's every 
move. Satisfy the Sirens. ..or 
die trying! 





Duke FEm-38DD 

He's everything Duke Nuke'Em 
always wanted to be. 

More levels than any other 
adult game! 



Check These Out! 

2069; SexOdyssey 44 
The Black Book 29 
Buttman's BBBabes 44 
Crystal Fantasy 27 
CyberPhotographer 36 
CyberXperience 4CDs 54 
Dream Machine 2 44 

Diva X Rebecca 39 
Ciriie Game 39 

Hollywood Bdy Dbl 29 


OutPost 69 
Rodney Rubber 
Samurai Pervert 
Seymore Butts 2 
Space Sirens 2 
Sushi Bar Girls 
Tabloid Beauties 
Virtual Sex 2 
Virtual Sex Shoot 
Virtual Valerie 2 


ORDER TOOnV! CHLL TOLL PREC 

800 - 999-1995 

OR 201-183-3600 « PRX 201-103-3686 

Send Orders To: MISSION CONTROL,? Oak Place, 
CCW1196, Montclair, NJ 07042 • Mastercard, Visa, 
Discover, Checks & Money Orders. Shipping: $7 






A couple of tactics 
will make your 
career as com- 
mander of the 

Red Robots a little easier and less 
frustrating. 

The first time you see a battle- 
field. don’t worry too much about 
winning it; instead, give some ini- 
tial troop movement orders to 
nearby territories. Study what is 
out there, what you need, and the 
best path to get to it. Sometimes, 
a unit won’t choose the best 
route automatically, so for key ini- 
tial territories that you must race 
to capture, plot short, optimized 
routes for your units to follow. 

Use cheaper units like Grunts or 
Psychos to grab vehicles and 


► what TO BUILD... Unlike in Command & Conquer; there is no base-building in 
Z. Instead, you have to capture territories with factories. Build defensive guns as 
soon as you can because the enemy hammers away at you constantly. 


I guns, and save precious Snipers 
I and Toughs for defending your 
I claims. Once you have your open- 


the front lines your factory is, the 
cheaper the unit you should be 
producing there. 


ing strategy planned out, restart 
the level and execute those 
moves as fast as 
you can. 

The fine art of production can 
take a little getting used to. Only 
produce Grunts early in the cam- 
paign, for seizing unowned vehi- 
cles; after the initial land grab by 
both sides, switch to more versa- 
tile units. However, don’t set ail 
factories to produce heavy units, 
as a lot can go wrong while you 
wait for the best to roll out of 
manufacturing. It does you no 
good to have three factories pro- 
ducing heavy tanks if enemy 
jeeps roll up and take the territo- 
ries because you have no units in 
defense, In general, the closer to 


siarting tcmton'. 

Tlicrc arc an inlcrcsling array of 
units. 'I bey inilialivconic acros.sas 
o\ er]y simple, but once you start 
ordering ibem around tlie map, you 
come to appreciate .some of tlicir 
novel Iwists.'lbe Sniper unit is an 
excellent example of lliis: At first, it 


seems to l)e a simple rifle unit witli 
extended raiigc, Init once in combat 
you realize they are ciipablc of killing 
off Ilic crew of a \ ehiclc ,so that any 
ground 

trooper can then ca])turc it. There 
are six ty]5cs of troops, ses en kinds of 
»*>conlinijed on page 307 
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COMPUTER GAMES 


CHIPS&BITSinc. 

FOB 234 DEPT 10779 ROCHESTER, VT 05767 
INTI 8Q2-767-3Q33 FAX 802‘767*3382 

Ofders/Queslions: cbi$ales@sover.net Customn Service: cbiservi^ver.net 



‘CH PRODUCTS 
M6 RGHTER 
sncic Features 
the most realistic 
Falcon jet stick 
grip ever! When 
used in conjunc- 
tion with the Pro 
Throttle all 20 tut- 
tons trecome pro- 
grammable lor a 
total of 40 func- 
tions. 3 year war- 
r^l $96 




■MASTER OF 
ORION ir 
Population 
growth has 
outgrown plan- 
etary re- 
sources. Acting 
as powerful 
emperors, play- 
ers start with 
one colony and 
control hov/ 



' / M 1 A 2 
ABRAMS' The 
pl^ercommands 
a platoon of four 
tanks, or an entire 
company team 
with other vehi- 
cles. artnery, heli- 
copters and 
artillery attached 
all from a variety 
of external views 
and a mult) zoom 
map view. CO $45 



‘COMMAND & 
CONQUER RED 
ALERT WW1I 
never happened. 
KrBer never rose 
to pov/er. In- 
stead, Joseph 
Stalin and his Red 
Army are plung- 
ing Europe into a 
btoodbalh of ter- 
ror. Do you com- 
mand the Allied 
Forces? CO $48 


•STEEL PAN- 
THERS 2’ Fight 
tank vs. lank in 
this contempo- 
rary tacti’cal 
squad level 
game. Lead a sin- 
gle platoon or up 
to an entire bat- 
talion while you 
baffle the enemy in various amlficts form the 1950s on, 
Induding Korea, Vietnam and Desert Storm. You can 
even experience what Worid War III would have been 
like by creating your own ’\vha IT situat'on. CD $43 




•STAR CONTROL 
JTho fabric of the 
universe Is crum- 


bling and Ifs up to 
you to find the 

IH 

answer some- 
where in the unex- 
plored reaches nt 
the Kessari 

QuadranL You're 
In control ot a 
star fleet, search- 


ing hundreds of 
planets. CD $47 




'HARPOON 97' 
You’re sitting in 
the (rigid waters 
off the Norwegian 
Sea, you discover 
you’ve stumbled 
upon a submarine 
hidden In the 
Bastion. Your goal 
is to destroy 
everything that 
prevents you from 
gaining sea con- 
trol. CD $44 



•SECRETS OF THE UIXOR' Embark on a mysterious, 
danger ridden journey into an ancient pyramid. 
Spectacular 3-D Images and animations come to ife as 
you exfAire corridors of traps and puzies. CD$42 



IDE: 


THE DIVIDE; 
OJEMiES WITH- 
IN' You wake up 
from an eons 
long sleep only to 
find yourself on a 
forsaken planet 
filled v/ith angry 
mutants. You’ve 
got to outsmart 
them, outblast 
them, and escape 
from this hell 
hole. CO $48 



‘MADDEN ST Includes over 100 current. All time. 
Super Bowl and secret teams to choose from. 
Draft a team from a pool of NFL stars or create 
your own. CD $48 


IBM HARDWARE ■ IBM HARDWARE ■ IBM ACTION ■ IBM ADVENTURE ■ IBM ADVENTURE ■ IBM ADVENTURE ■ IBM ADVENTURE ■ IBM ARCADE 


Vdvnca Grv UsnO PNP$12tl 
Ulc ACS55 SpkerSys $169 
IHFieCombalstcX $58 
;h F16 FightersUck $96 

;h F16 FligWplIck $35 

:h Fliolilslicli $23 

;H PioM Slick Pro $48 

;k Garre Can) a Aula $25 

rKMachSJayslIck $25 
;h PC Gamepad $18 

Pro Pedals $74 

:HProTlirotU« $98 
Itirotlle $62 

;h vmual Piloi Pro $69 

diamond 30 2000 XL $177 
jrapliics8la$l3r201 $109 
3raphlcsBlasler202 $133 
tiaptiicsfilasler302 $179 
3ravls Eliminator Crd $19 
travisFiretiird $58 
SravlaGrlPConlrollr $64 
Sravis Grip Pad 2 Pak $24 
jravisPCGamaPad $19 
Iravis Phoenu Joystk $83 
IravisThundetbiid $43 
Head-On Game Modm$175 
Head-io-Head Cable $26 
meractPCProPadS $25 
loyslick Extend Cable $9 
Joystick Y'Cable $9 
Jbyswitcb $38 

LgltechWlnoMn WrriorSSS 
LoQltechWingMan $26 
Logitech WingMan Exir $45 
WCauStrng Wheel $69 
Microsoll Nat KyboardS9l 
UsollSidewndr3D $29 
Msolt Sidewndr30 PioS56 
UsonSwndrWMW2 $74 
MsoftSldwndrProPd$39 
SUPRA 28.8 EXT $144 
SUPRA 23.8 Fax EXTS199 


SUPRA 33,6 F/M Ext $194 
SUPRA 33,6 F/MINT $164 
Soiind Blaster 16 Val $95 
Sound Blaster 32 IDE $152 
Snd Blastr EdutainmnlS299 
Sound GIxy BX2/Spkrs $29 
Sound GliiyNX2/Spkrs $29 
Sound Scape Ensonig S129 
SoundDnve 16SCSI $139 
SoundDnve 16EZ ISA $109 
Space Orb 360 $89 

StealUi 64 2MB VRAM $299 
Stealth 64 2MBDRAMSI29 
TM Driving ConlrolT2$108 
TMF16TQS $108 
TM F22 Pro $124 

TMFLCFIBSystem $108 
TM FLCS Limited Ed $399 
TM Flight Conlr Pro $99 
TM Flight Control Sys $52 
TM Game Card $25 
TM Pro Play Goil Sys $559 
TM Rudder Conir Sys $98 
TM Weapon Com Sys $88 
TM Wu.Pinball Cnlrl $32 
TM XL Aflion Control $24 
TM XLC Joystick BundlS44 
Thrstmster Pnaaer Pad $47 
ThrustmasterGPI $74 
UDS Ufestyle 28 B INTSiaS 
UDSOLSr1f20,8EXTSie9 
USRbtcsl4.4 PVEXTS137 
USRbtcs14.4 PVINT$I15 
USRbtcs28.a PVEXTS229 
USRbtCS 28.BPVINTS189 
VFX1 Virt Realty HG $802 
Verbal Commander S42 
Vivid 30 Sound S29 
Yamaha SBS 300 Spkf $88 
Ymha Wvsrce SW60 $185 
ZOOM 28 8 fax EXT $169 
ZOOM2BBFaxlNT $159 


Amdk $46 

Area 51 S37 

Blood 3D $48 

Captain DuazarWBS S39 
Corrdor 8 S42 

Crusader No Remorse $48 
CrusadenNo Regret $34 
Cyber Gladiators W96 $45 
Dark Forces $48 

Dark Forces JedI Xnight$47 
Dark Vengeance $45 
Die Hard Trilogy $46 
Doom2W95 S45 

DukeNukem3D $45 
Duke Nukem Forever $46 
Eiadicator S42 

Final Doom $46 

Firelight $36 

Herelip Shad Serp Rdr $37 
Hexen Death Kings $25 
Hexen W95 $50 

HypsiBlade $40 

MOK $44 

Marathon 2 $44 

Marvel 2099 W95 $34 

NecfodomeW95 $39 
PowerslaveW95 $42 
Duake Shareware $10 
Rebel Moon Rising W9S$4S 
Shadow Warrior $49 
Siege S45 

SkyNET $44 

Space Hulk 2 $44 

Star Trek GenlnsW95 $48 
Terra Nova $25 

The Fallen $44 

Time Commando $40 
Ultimate Doom $31 
Ultimate Doom W95 $37 

VirtuaCop $42 

War Gods Wgs $45 
Zombieviiie $44 


7111 Guest 2 W95 $44 

7lh Guest $29 

Ace Ventura $41 

Aden Quest W95 $43 

Advnties on Lego Isle $35 

Albion $42 

Alien Ddyssey $34 

Alien Trilogy $46 

Alone in Dark 3 $33 

Anarchy $41 

Assassin 2015 $33 

Allianor $40 

AzraelsTeai $39 

Bad Mojo W9S $48 

Batman Forever Arcade $34 

Beavis Butllid VItt Si $33 

Bedlam $45 

Bedwiill $45 

Bidlorge $19 

Birthrighi W95 $48 

Black Diamond $44 

Blast Chamber W95 $40 

Burn Cycle $34 

Calia209S $47 

Callahans Crslin &aloon$42 
Chewy Escape F5 $44 

Chronicles Sviord $38 

Chronomasler $24 

Circle of Blood $43 

City of Lost Children $44 

ClandeslinyW95 $44 

Congo $38 

Creation $52 

Croalures $33 

CrowrCily Angels W95 $42 

Cuiseol Oragor $41 

Cyberia2 $48 

Cyberla $37 

DV/95 $44 

Daedalus EnclrW9S $29 

Dame Was Loaded $34 

DarkEannW95 $46 

Circle Rea 


Dmk Eye $39 

DaikSeed2 $45 

Oaviin of Darkness $44 

Day of Tentacle $14 

Death Gate $23 

Death Trap Dungeon $12 

DIscworld 2 $44 

Dive $45 

Double Trouble $40 

Oc.vn in Ihe Dumps $39 

Drowned God $39 

Druid Daemons Mind $39 

Dune $29 

Echoes $46 

Ecslalica2 $47 

Entonmrpb $35 

Ekiracteis $29 

Fighting Fantasy $40 

Fork In Ihe Tale $45 

Frankenstein $32 

Fui! Throttle $45 

G-Nome $43 

Gabriel Knight 2 $40 

Guardians olDesbny $46 

Hand ot Fate $25 

HardJack $48 

Harvester $46 

Heart ol Darkness $55 

Heiltaiser $52 

Homicide $40 

Hunter Hunicd W95 $45 

I Have No Mouth $28 

In Flisl Degree $46 

Incr Shrinking Hero S43 

Indestructibles $44 

Indiana Jonas Desktop S19 

Inherit the Earth S24 

Interstate 76 W95 $48 

Into the Shadows $48 

Iron John Hawk $45 

Islam) Ot Dr Moreau $40 

Joe's Apartment W9S $44 

r Service #68 


Journeyman Project 2 $46 
Jumanji $42 

KGB Flies $43 

ss Bride $25 



Myst 2 $52 

Mystery of 7Mansions$35 
Nemasis $43 


Redj.ick's Revenge 
Return to Krondor 
Reverence 


Riddle Master Lu $35 

Ripper $46 

Rivers ol Dawn S41 

Riverworld $45 

SPQR $45 

Scrutiny $37 

Sea Legends $36 

Second World $46 

Secret ol the Luxor $42 

Shadoan $38 

Shannara $42 

Shivers S37 

Simon Soiceror 2 S40 

Skyborg into Ihe VorlexS44 
Snow Crash W95 $44 

SnowJobW95 $39 

Solar Crusade $44 

Soul Keeper $44 

Space Bar W95 $44 

SoyctallW95 $47 

Star Trek JudgRI Coll $38 

Star Trek Voyager S4B 

Slardisk $44 

Sleel Legends $42 

Super Stardust $35 

The Dig $47 

TimeLapseAnc. Chnl $46 

Titanic Jmy Out Time $44 

TmeWrp Dr Brain W95S38 
Tomb Raider $40 

Toonstiuck $48 

Touche $34 

Trouble is My Biz $46 

Under Killing Moon $19 

Urban Decay $39 

Utopia $36 

Varuna's Forces $45 

Void Pirates $43 

Voyeur 2 $42 

We Are Not Alone $46 

XenoPhage $46 

ZorkiNemesis $53 


3D Ullr Pbll Crp Nght $42 
30 Ultra Pinball $40 
AQlaWatriorF111W95 $33 
Aqua'Tak $42 

Battle Slayer $42 

BaltleSporl $33 

BeavsBllhdLlllTngs $19 
Blades ol Rage $34 
Corpse Killer $35 

Cnme Patrol S19 

Crystal Caiiburn $27 
Ciyslal Skulls $40 
Daggers Rage W95 $29 

Deadly Skies $36 

Deadly Tide W95 $42 

Divide W95 $44 

Double SwilchW95 $44 
Earthworm Jim 1&2 $34 

FullTilt'PinbllW95 $24 
GEXW95 $34 

Gaiaxis $36 

Gear Heads $33 

Go-Man 47 $44 

Grid Runner W95 $29 

Hammer Slammers $46 
Hive 2 $38 

Hyper 30 Pinball $34 

Iron MaiVXQ $42 

Krazy Ivan $44 

Last Bounty Hunter $32 

Lode Runner Net $25 
Looney Labyrinth Pball $29 
MS Retrn ol Arcdc W95S29 
Mass Dcstrucllon 535 
Maximum Surge $35 
Metal & Lacs NR13 $27 
Mission: Impossible $40 
Monster Island $44 
Mnty Pylhns Wste TmeS36 
Mortal Komoat IS2 $26 
Mortal Kombal 3 W96 $46 
MoloX $35 
















COMPUTER GAMES 


CHIPS&BITSinc. 


FOB 234 DEPT 10779 ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 

Orders/Questions: cbi$ales@sover.net Customer Service: cbl$eiv9uver.nei 


*SHIPPING:Pi1orttyMalllnU$$2peronler,2DairAlr$4perociler. Mall toCanads, PR, HI, AK.APO.FPO $4 per enter. Worldwide airmail $6 per Rem, KandllnsSZper shipment. Hardware orders may require additional shipping cost will D 
allocated. Cheeks held 4 weeks. Money Orders under $200 same as cash. COD $8. Delectives replaced with same product. Most Items shipped same day. Shipping times may vary. 


TOMB 


<1. * 

A- 


TOMB RAlOEfl' 
Dive into the 
action packed 
lanlasy world ol 
infamous adven- 
lurer Lata Croft, in 
her quest to 
retrieve lire letj- 
endary "Scion". 
Explore an envi- 
ronment lhat 
lakes you through 
jungles, mins and 
more! CD $40 



7 Meet Com- 
mander Zod. 
You'll answer to 
him as you lead 
armies ol beer 
swtiling. drunken 
robot soldiers 
Irom planet to 
plane! destroying 
everything lhat 
stands in your 
way. Gel olf your 
ass, princess. This 
Is war! CD $44 



'3-0 ULTRA PIN- 
BALL CREEP 
NIGHT Play 
shprt 3-5 minute 
games, hilling 
targets and 
ramps and mak- 
ing shots in the 
bonus mods, Or 
guide your ball 
past craters and 
robots through 4 
dilferent play- 
fields. CD $42 



'WARGAME CONSTRUCTION SET 3; AGE OF 
RIFLES 1848-1905’ Recreates 19lh century warfare 
and concentrates on an era where inlanlry and 
artillery were the hallnrarks ol Ihe day. CD $42 


.'THRUST- 
MASTER 
m GRAND PRIX 

Gives you 
Ihe 

' live edge 
with 

able throttle 
and braking 
.at your fin- 
gertips and lightning fast thumb acti- 
vated shifting, Securely clamps to your 
desktop. Total steering range is 180 
degrees ol travel. $74 




BLOOD &MAGiC' 
The 1st ever real- 
time, strategy 
computer game 
based on a never 
before seen area 
of the most popu- 
lar AD&DwdU, the 
Forgotten Realms, 
vrltere you com- 
mand a Onad range 
ofchfltadersinepc 
battles of good and 
evil. CD $46 


'FLYING 
CORPS' With a 
superb land- 
scape, accurate 
IlighI model and 
in depth 
research. Flying 
Corps is the ulli- 
mate in World 
Warl High! sim- 
ulation that vrlll 
quite simply 
lake your breath 
away. CD $42 


■LINKS LS' 
Watch the div- 
ots fly, see the 
fog roll in, or 
watch your ball 
back up on a 
wedge shot. 
New control 
panel and easier 
interlace, 
rrodern/network 
play and amaz- 
ing course accu- 
racy! CD $46 



■WARCRAFT 2' 
The battle 
between the evil 
ores and Ihe noble 
humans rages on. 
With powerful 
new allies, lerrity- 
ing new cteSures 
and ingenious 
new weaponry, 
Ihe struggle lor 
the domination 
of Azeroth con- 
tinues. CD $46 



'NCAA CHAMPI- 
ONSHIP BAS- 
KETBALL' 
Captures all the 
color and 

pageantry of 
America’s #1 
college sport. 
Pick one of 64 
Division One 
learns and lake 
it to the 
National cham- 
pionship. CD $44 



'DESTRUCTION 
DERBY 2' 
Challenging 
new tracks lhat 
are longer, vnder 
and faster with 
hills, jumps and 
high speed 
banked corners! 
Get on a collision 
course with 
crumple zones 
and hit and run 
mayhem! CO $47 


■ 

IBM HARDWARE 

■ 

IBM ACTION 

■ 

IBM ADVENTURE 

■ 

IBM ADVENTURE 

■ 

IBM ADVENTURE 

■ 

IBM ADVENTURE 

■ 

IBM ARCADE 


Peg Leg S32 

PinMIl Construclion KilS34 
Piflbsfl Finlssy DIx $29 

Pinball Illusions $29 




Telus Golil 
TIgeiShark 
lime Pockets 


Viiiua City PD 
Viliia Figliter 
Vilual Pro Pinball 


Wonns S34 

Wonns Reinforcements $25 
XMen CWifm Alom W95S42 


Aces Collection S25 
Arcnives2:StarWais $47 
Attack Slack $24 
Best of Sonic Coltcln $35 


$29 


ig P,ik 


$22 


Pinball World $33 

Pink Panther $30 

Pi1lallW95 S43 

Ptire Fighter $47 

Pro Pinball The Web $26 

Psycho Pinball $25 

Raw Pursuit $3$ 

RayMan $43 

RebelAssaull1&2 $29 

Revolution X $44 

Road Rash W95 $42 

Rocket Jockey $42 

Royal Flush Pinbll $22 

Scorclieil Planet W9$ $40 

Shell Shock $34 

Sonic the IlcUgchog $30 
Space Jam $33 

Space Pirates S32 

Space Runner $42 

Spill) 1 $30 

Sgueecils $40 

Street Fighter Movie S28 

Supreme Warror $39 

Surface Tension $30 


Defnivo Wargiiie Coll 2 $34 
FntsyGnrI Stral Biidl $34 
Gamer Variety Pack $29 
Gangster Bundle $23 

ID Anthology 


at Pack 


$19 


$35 


$25 


Kilraihi Saga 
Kings Quest Anthology $25 
Legend Kyiandia Series $25 
Leisure St Larry Anih $25 
Lost Adventures $29 
Megaoak 5 $32 

Mights Magic Tril $19 
Mile High Club $26 
Mystery Collection $19 
Orioin Pak $29 

Pnzr Gen Slrt G(l Biidl $19 
Police Quest Anlholgy $26 
Populous 2/Pwrmnngr $15 
PowerHils Ballllch $16 
Quest lor Glory Antli $25 
Rapid Fite Pak $29 

SU-27 Stral GdeBndlc $29 
Space Quest Anthology $25 
Star Control Collcin $19 
Star Trek Pmissary $46 




$19 


The At 


Top 50 Games $15 

Top 50 Games $16 

Treasurus Pack $15 

Treasures Pack 2 $15 

Turnrng Point $24 

Ultimate Game Collctn $29 
WarCliesI $19 

Wing Comm 1 & 2 Dlxe$32 
Zool Bundle t S 2 $19 


ADD Three Worlds $26 

Alien Legacy $30 

Anvil olOaivn $34 

Arch Mage W95 $48 

Arena Deluxe $47 

Betrayal atAnora $48 

Cobra Mission $29 

Curse of Azure Bonds $16 

Cyberspace $36 

CyberJudas $29 

Dark Sun 2 $19 

Dark Sun Online W95 $15 

Death Keep W9S $39 

Diablo $46 

Die By the Svrord $46 

Dungeon Master 2 $25 

Elder Scrolls 2 $49 

Halls of Ihe Dead $36 




$42 


16 UG 1 


<riigWsXenlt PG13 $34 


$22 


Lands of Lore 2 
Lords ol Mlddignt $46 

Pools of Darkness $19 

Ravenloll Strahd $.11 

Ravnlll2 Sin Prop $46 

Rillvrar Legacy $23 

Rims Ark Shadow Riva $46 
Secret Silver Blades $19 
SkyrealmsofJoiune $33 
Star Trail $36 

Star Trek Deep Space 9 $26 
Star Trek TNG Collect $69 
StarTrekTNGFnI Unity $46 


1943 Euro All War $44 
ATF.Gold $46 

AlOAtlack $46 

A10Tankkillr2W95 $48 
ACS Marino Fighters $25 
ACS Navy Fightrs GId $34 
AH 640 Xoiead Ops $26 
AH 64D Longbow $51 
ATF tiato Fighleis $22 
AccBleralarW95 $44 
Aces Deep 2 $46 

Across Ihe Rhine $45 
AirCmbtNvyFlrs97 $45 
Air Cmbl Pack 1942 $16 
Air Combat Pacific GdI 0$34 
Air Warrior 2 W95 $44 

Arioovrer $35 

Alien Alliance $48 

Apache W95 $42 

Archimedenn Dynsly $44 
Armored Fist 2 $49 

Army Air Corps 42 $48 

B.tltlE ol the Ironclads $46 
Battlecruiser 3009 $45 

Big Red RacihoW95 $29 
Black Knight $46 

Burning Road $44 

Comanche 3 $49 

Command Aces W95 $25 
Complete Git NvI Bits $32 




$30 


Terracide $42 

Uliim.'i 7 Series $15 

UllimaUndrwIdI S 2 $15 
Uhlimited Adventures $19 
Wizardry Gold W95 $32 


Conouesiol Ihe Skies $48 

Daytona USA $39 

Dead End $44 

Death Drome W95 $42 

DuiTioii Driver $45 

Descent 2 $48 

Descent Bundle $26 

Destiucllon Derby $37 

Destrucllon Derby 2 $47 

FF2000TaclCom $38 

£a1hSiege2 W 


SS W95 $45 


10 2 $40 


tir Rescue $40 
lirjol Coll $32 
light Shop $32 
)b|Cl Dsgnr $46 


$45 


$39 


Circle Reader Service ti68 


$4S 


Sail 95 

Screamer 2 $44 

Shattered Steel $46 
Ship ol the Line W9S $44 
Silent Hunter $40 

Silent Hunter Patrl 1 $15 

SimCoptcrWgs $38 
Super EF 2000 W95 $40 

Super MotoctossW95 $33 
TFXEF2000 $45 

Test Drive: Off Road $42 
The Condemned W95 $48 
The Darkening $49 
Thunder Truck Rally $47 
Tie Fightr Coll $29 

Tom Clancy's SSN $45 
Top Gun Fire at Will $44 
Trophy Bass 2 $49 

ViporiOper Rtl Sot W95 $35 
Virtual Karts $25 

Werewll Vs Comanche 2$49 
Werevioll v Comanch $33 
Whiplash $4B 

Wing Comm 2 Deluxe $15 
Wing Comm Academy $15 
Wing Comm Armada $15 
Wing Commander 3 S3I 
Wing Commndt 4 W95 $42 
Wings ot Glory $18 
Wipe Out $19 

Wipe Out XL $47 

WorIP Rally Fever $44 
World ol Combat $33 
Wrid CIrc Gran Prix2 $44 
WtldCirc Track Altck $42 
X-Car Exprmntl Ren $44 
X-Wing Collector $24 
X-Wing Vs Tie Fighter $54 


i^22 


$44 


ABC Mornkiy Night FB $52 
APBA Baseball Broadcsl$37 
APBA Pro Boxing $3B 
Extreme Street Hockey $42 
FIFA Inti SOCC 96 $40 

FIFA Soccer 97 $45 

Fly Fishing $30 

Frank Thos Baseball $44 
FrntPgGIf AdOOnW95$24 
Fron Page Football 97 $48 
Front Page Basebll 96 $48 
Front Page GollW9S $46 
Front PgFB Pro 95 $48 

Gone Fishin' $25 

Grand Slam '97 W95 $44 
Hardball 5 $40 

Hooves Thunder W95 $35 
Legends FB 97 W95 $43 


<s LS 


$46 


Links Pro Courses ea $19 
LlnksPro3B6 $19 
Lun.irGalf $44 
M.idden Football 97 $43 


NBA Li' 


$45 


NCAA Champ BsktOII $44 
NFL OB Club 97 $41 

NFL Total Control Net $4$ 
NHL Hockey 96 $44 

NHL Hockey 97 $46 

L Powr Ply 96 W95 S41 




$45 


PBA Bowling 2 $35 

PGA Tour 96 Sawgtass $19 
PGA Tour 96 Spnsh By $19 
PGATour96Wentwrth $19 
PGA Tour GollM 
SimGoll 


Solid Ici 


S36 


Strange Soil W95 $39 

Striker '96 
Triple Play 97 


1830 RR/Rbbr Baron $34 

7th Legion $48 

Aden General W9S $39 

Advaned Civilization $39 

Alleilile $46 

Age ol Empires $48 

Age ol Sail $42 

Agents olJusbce $46 

Allegiance $34 

Ancient Empirs W95 $29 


$42 


Ascendancy 
Battle Bugs $19 

Battles ol Destiny $12 

Blood & Magic $46 
C&CRedAlenW95 $48 
Caesar 2 $47 

Caesar 2 W9S $48 

Capitalism $42 

Celtic Talcs $34 

Chaos Overlords W9S $29 


Cllrz Be 


$42 


Civilization Network $25 
CIvilizallon $19 

Clvillzln 2 W/W95 $42 

Colonization $25 

Comm Cong Cvn Dps $22 
Comm Conqr Red Alert $48 
Command & Conguer $47 
Command S Conguer 2$48 
Commnd & Congi W95S4a 
Complete Carriers War $42 
Conquer $19 

ConquererAD 1006 $25 

Conquest New Worlrl $46 
Constructor W95 $44 

Dark Earth Slitgy W95 $45 
Deadline $32 

Deadlock $47 

Destiny W95 $45 

Dominion $41 

Dune? $29 












Call NOW to Order! Source 10779 

800 - 699-4263 


larges. Visa, MC and Discover accepted. PtiGe/avallabillly may change. All sales final. Cell lor details. Each US order will Include a 6 inonlh subscription to Computer Games Strategy Plus magazine, for which $6 of the order 







‘THRUSTMAS- 
TER F-22 PRa 
WiU) a powder 
coaled metal 
base, glass filled 
ABS handle, metal 
gimbal mecha- 
nism, and heavy 
gauge spring ten- 
sion, the F-22 
PRO gives you the 
edge you need in 
advanced tactical 
warfare. $125 


'THE SETTLERS 
IT Alter fighting a 
losing battle with 
the raging sea, a 
brave people find 
themselves 
stranded on an 
uninhabited 
island: their ship 
destroyed. These 
Brave Romans 
must rely on 
you to help 
them. CD $39 


'THE LAST BUT7- 
KRIEG’ will put 
you in the heat of 
Hirer's last 
(Siance at victory 
In the West. 
Detailed battles, 
new land combat 
system, six sce- 
narios, replay fea- 
ture for reliving 
battles, network 
and modem 
play! CD $41 


THE PANDORA DIRECTIVE’ Travel along three 
different paths to any of seven different endings 
on your quest to dissect the unnerving mystery 
surrounding the Roswell UFO Crash. 6 CDs $46 


‘DUKE NUKEU 
30” Ass stompin’ 
aliens have land- 
ed, and the 
humans suddenly 
find themselves 
atop the endan- 
gered spedes lisL 
The odds are a 
million to CKte, but 
Duke Nukem 
knows what's got 
to be done. Kick 
alien butti CD$45 


'HEROES OF 
MIGHT AND 

MAGIC II' Having 
crushed his ene- 
mies, consolidated 
his power base 
andeiminated dis- 
sent, Lord Irorfst 
settled down to 
rule the land of 
Enroth. After 25 
yearn the land is 
again thrust Into 
turmoil. CO $34 



■MAGIC: THE 
GATHERING' This 
top selling trading 
card game is now; 
for the first time, 
an interactive mul- 
tiplayer online 
computer game. 
It's an addictive 
fantasy game fea- 
turing wizards, 
exploration, 
adventureandrr^ 
playing. CD $46 



'NEMESIS: THE 
WIZARDRY 
ADVENTURE A 
unique combina- 
tion of elements 
creates rich game- 
play destined to 
revolutionize the 
adventure/rpg 
standard. 4 CD's 
packed with 
extrav^l mutS- 
media. delwf an 
epic story. CD $44 



'CH PRODUCTS 
PRO THROTTLE 
You can easily 
master the skies 
with this aulhentic 
left-handed throt- 


Lite throttle found 
in Ihe F-16 jeL 
Featuring 20 pro- 
grammable 
functions and a 
three year war- 
ranty! $98 



'ENTOMBED' vrill 
pit you against an 
andent civiliza- 
tions technology, 
their insidious 
traps and a deep 
underiying mys- 
tery of monumen- 
tal consequence. 
Armed with only 
the diary Ola previ- 
ous colleagiie, you 
must solve the 
mystery. CDS16 




TROPHY BASS 2' 
Challenge 
friends on any ot 
ten lakes, each 
featuring photo- 
graphical and 
topographical 
maps, accurate 
depth readings, 
and weed beds. 
Get over 100 pro 
fips In smoolh all 
new full motion 
video! CO $48 


IBM ARCADE ■ IBM BUNDLES 


ungeon Keeper 
mperor ot Fadng SunsS4Z 
mpiteZWSS S24 

rrpire DIx Msir Fd SI9 
nemy KzUons W95 $42 

scalation S2S 

xploralion $40 

ight Commander 2 $39 

orbes dorp RderGme $45 
ree Enietprise $39 
torn Lines $34 

.alacUc Mirage W95 $41 

ender Wars $42 

randest Fleet $16 

ammer pl the Gods $28 
ardtine $34 

eioesM&MWSS $34 
eroesMIgMSMagic $34 
eilWS0tM&M2 $34 
IstoryolWdfld $40 
no the Void $44 

aggd Aline DdlyGame $43 
agged Alllanoe $29 
ulland $19 

emmings30 $37 

ords of tee Realm 2 $48 
osl Admiral 2 $39 

I AX. $49 

lactiiavelliteePnnce $19 
tagicGaterngSIratgy $42 
lasterol Magic $35 

Aasler ol Orion $19 

Aasterolonon2 $46 
Mission Force $48 
lavy Strike $34 

tew Horizons $34 

ton Trader $44 

lilensve $36 

arionBorger $39 

Duloost $29 

Pizza Tycoon $25 

Planetary Raiders $45 


Return Fire W95 $37 

Roganoan Agenda 539 
Romance 3 Kingdoms 4$34 
Sabre Team $12 

Second Conllicl $34 
Senlleni $44 

Setdera 2 $42 

Shadow ol tee Empcror$35 
Shattered Nations $46 
SlmCityEOOOCollecIn $51 
SlmCity 2000 W95 $51 

SlmCity2000 W95 Net $51 
Simisis $35 

SImPark $34 

SlmTower $31 

SlmTown $33 

Space Marnes $44 
Spaceward Ho! 4 W95 $24 
Star Bose $42 

Star Control 3 $47 

Star General $43 

Starcratt W9S $46 

Starship Troopers $39 
Syndicate Wars W9S $46 
Theme Park $19 

ThisMeansWar $19 
Total Mayhem $42 

Tranpson Tycoon Olx $42 
Wages ol War W9S $29 
Warcralt 2 $46 

Warcratt2AddOn $29 
Warcrafl Orc/Humns $29 
Warhmmr Shd Horn Rl $43 
Warlords 2 $19 

Warlords 2 Olx $41 
Warvrind $43 

Wooden Ship Iron Men $39 
Worlds otWondera $44 
X-Com Apocalypse $45 
X-Com Terr Irm Deep $41 
X'Com UFO Detense $19 
Z $44 


IBM RPG ■ IBM simulation! IBM SIMULATION! IBM SIMULATION 


Arcade Action Kil $12 
Arcade Ciscs W95 $29 
Avatar Princ Conllicl $36 
Avery Cardozas Casino $24 
Avery Cardozas Poker $24 
SatUeshipW9S $41 
Bridge DIx 2 Dim Shrl $32 
Bridge Olympiad $16 
Bvs & Build Clip Drks $19 
Bvs&BltedWnrTakes$19 
Card Players Paradise $31 
Casino Champion $24 
Casino Deluxe 2 $25 
Celebrity Poker $28 
Chess Wars $38 
Chessmasler 4000 wg5$34 
Chessmaies $33 
ChessmstrS000 W95 $35 
Clue $40 
Connections $34 
Dealers Chce Colled $22 
Dinosaur W95 $29 
Dragon Dice $44 
Game Maker 3.0 $36 


Golden Nugget W95 $29 

Hoyle Casino Coll W9S SIS 


Hoyle-Blackjack W9S SIS 
Hoyle-PokerW95 $15 
Hoyle-SolilaireW9S $15 
Hoyles CISC Crd Gm $26 
Incredible Mach 3 $36 

island Casino $19 

Jeopardy Platinum $28 
Klik & Play $29 

LodossWarl $14 
LodossWar2 $14 

LodossWar3 S16 
lDdDSsWar4 $18 

Magic Galhemg W95 $45 
Masterpiece Mansion $39 
Mega Maze $28 

Monopoly $40 


Monty Pythn Holy Grail $39 
Moppet Treasr Island $40 
Origamo $14 

Olhello $28 

Paparazzi $19 

Perl Plyr Poker W95 $24 

Pool Master $12 



Tang Chi W9S $25 

Trivial Pursuit $25 

USCF Chess $40 

UlIimaTrivia $16 

Ultimate Yahizee $28 

Universal Neverlock $19 

Vegas Games 95 W95 $24 

Video Game Solul 2 $9 


Virtual Cness $34 

Virtual Pool $40 

Virtual Pool W95 $40 

Virtual Snooker $19 

Virtual Vegas $13 

Virtual Vegas 2 $24 

Wayne's World $9 

You Don’t Jck Ost Pck $20 
You DonT Know Jack 2 $42 
You Dont Know Jack $30 


7lh Fleet $39 

Aegis $19 

AInka Korps $42 

AdedeCamp $45 

Allied General $34 

American Civil War $45 
Aniietain $15 

Banzai $9 

Bailie olAusterlliz $24 
Bailie ol Bulge $42 


Battlegmd Gettysburg $32 
Battleground Anlletam $42 
Battleground Ardennes $25 
Betdeground Shiloh $40 
Battleground Sinai $42 
Battleground Waterloo $42 
BauteslnTime $35 
Bnuiesol Napoleon $15 
Batlleship Bismark $26 
Borodino Napol Invade $24 
Charge Light Brigade $16 
CIncPac Midway $26 
Civil war 1861-64 $38 

Civil War Msl Plyr $33 
ClossCombalWSB $37 
Cusiers Last Command $32 


D-Day Amer Invades $39 

DDay Begin ol End $15 

Deiend tee Alamo $19 

Orsadnoughls $29 

Dreadnoughts Bismark $9 
Fantasy General $43 

Fields of Glory $14 

Filth Eskadra $19 

Filth Fleet $39 

Filth FllScen Mod 1 $19 

Fleet Med $19 

Flight Cmmd 2 MB $19 

Gene Wars $34 

Karpoon2 $19 


Harpoon 2 Admirals Ed$4B 
Harpoon 2 BS2 Weslpc$19 


Harpoon 2 Deluxe $29 
Haipoon Class $19 
Harpoon Class 97 W95 $44 
High Command $19 
Invsion Amrca General $44 
Iron Cross $19 

Iron Cross 2 $39 

Last Blitzkrieg $41 
Long Lance $19 

Main Bat Tnk Ctrl Ger $29 
Mam Bat Tnk Nor Germ $29 
Malta Storm $19 

Marianas Turkey Shoot $19 
Operation Crusader $39 
Operation Overlord $19 
Over tee Reich $39 
PTO 2 $34 

Pacilic General W9S $45 
Pacilic Storm Midway $29 
Pacific Slorm Solomon $19 


Panthers Shadows Map$23 


Panihnrs In Shadows $42 
Panzer General 2 $42 

PanzerGeneral $19 
Panzer General Online $15 
Panzerbiiiz $42 

PertcclGen2w/Scen $30 
Point ol Attack $24 
PureWargame $29 
REL«eCWGenW9S $48 
Rebel Chrg Chicamgua $15 
Red Sky Morning $19 
Ro.nd Sumter Appom 2 $29 
Sid Meir Civil War $56 
Sons ol Liberty $15 
Stalingrad $39 

Steel Panthers $39 
Steel Panthers Cmpgn $15 
SleelPnthrs2W95 $43 
TACOPS $44 

Task Force 1042 $16 

The Great War $19 


IBM SPORTS 1 

Third Reich 

S39 

Tigers Prowl Camp 2 

$19 

Tigers Prowl Camp 1 

$16 

Tigers on Prowl Map 

$23 

Tigers on We Prowl 

$42 

Typhoon ol Steel 

SIS 

VVictoiv Bundle 

$26 

V Victory Market Grdn 

$16 

V Victory Utah Och 

$12 

VVictory Veliky Luki 

$15 

V lor Victory 2 

$44 

War College 

$31 

WargmCS2 SD1-14ei 

iS1S 

Wargame CS2 Upgradi 

! S5 

Wargame CS3 Rifles 

$42 

Waterloo 

$9 

Zulu War 

$29 


Aegis 

$19 

Civilization 

$19 

Fields ol Glory 

$14 

Grandest Fleel 

$19 

Harpoon Classic 

$19 

Links Pro 366 

$19 

Machiavelli Ihe Prince 

$19 

Master of Orion 

$19 

Might S Magic Tnl 

$19 

PowerHils Balillch 

$16 

Privateer 

$15 

Railroad Tycoon 

$14 

Relenllcss 

$18 

SNL 2Dlh Anniversary 

$9 

Star Control Collctn 

$19 

Take Ten 

$19 

TekWar 

$15 

Ultima 7 Series 

$15 

Undei Killing Moon 

$19 

Wolf Hunt Be Hunted 

$14 

Won Pack 

$15 

X-Com UFO Defense 

$19 


FREE 

GAME OFFER 

Spend the specllled 
amount on any In 
stock software and 
choose a free IBM 
game from the corre- 
sponding list below. 
Request must be 
made attime of order. 

SPEND S80 
Retom of the 
Phantom, Casino 
Cambler Kit 3.S, 
Falcon 3.0 3.5, 

Arcade Act Kit 3.5 
SPEND $160 
Grandest Fleet 3.S, 
3.5, Railroad Tycoon 
3.5, Jutland CO, 
Perfect General 3.5, 
Battles in Destiny 3.5 

IBM STRATEGY 


Btirayal al Antara $16 
Civilizalicn 2 $16 

Close Ccmbal $16 

Comm Cono Red Alert $13 
Deadlock $I5 

Diablo $16 

ElderScrolls2 $13 
EnemyNatiOhS $16 
HeroesQlM&M2 $16 
Into tee Shadows $16 
Master ol Oran 2 $16 ^ 

Warcratt 2 Dark Portal $13 ~ 
Warlords 2 Dlx on Gd $16 § 
















.YOU 


THE GAMER YOU 
THINK YOU ARE? 


THE 


WHEN THE MISSILES ARE STREAKING 
RIGHT AT YOUR FACE 

WILL YOU HAVE THE NERVE, THE REFLEXES, 


INSTINCTS YOU 





SIMULEYES 


AND FIND OUT. 


"...at last, a 30 
gaming system 
worth buying." 

CHET 


The effect is 
out of this worid."* 

ComputerLife 


"Simpiy awesome." 


Coming Soon 
Magazine 


'‘4schwings out of 5“ 


•Slip on SimulEyes and slam your gaming 
into 3D overdrive with the most spectacular 
visual effects going. We're talking real 3D stereo vision here, no HMDs, 

no virtual reality, no cyber-sickness. It;'s 3D so vivid that Interplay"”, Nova Logic’”, Lidos'” and 
dozens of other developers are supporting SimulEyes in loads of exciting new games. 

SimulEyes are ultra-light, install in minutes and cost about what you’d payforthree new 
games. And since it comes bundled with 5 great titles (Descent"" IITest Right, Slipstream*” 5000, 
Rise of the Triad'”, In Pursuit of Greed:World I, Inc. and Whiplash’” Preview) you'll get weeks of 
3D mayhem right out of the box. 

To order direct, orto find the SimulEyes retailer nearest you, call l-SOO-SIM-EYES. 

Then put on your glasses and find out how good you really are, 


Gadget Guru 
Online 


®1 996 .SicreoGraphics Corporation. SimiilEyc.s is a trademark of StereoGraphics Corp. Interplay, Descent, Whiplash and Slipstream are trademarks of 
interplay. Inc. L-idos is a trademark of [•idos Stifiware, Inc. Nova Logic is a trademark of Nova Logic. Inc. Rise of the Triad is a trademark of Apogee Software. 
In Pursuit of Greed is the trademark of .Sofidi.sk, Inc. 'Reprinted from Compulcrl.ife, July 1996. Copyright ©1996 Ziff D.ivis Publishing Company 
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Z • REVIEW 



p DEJA VU You'll see this scene a hundred 
I playing, because Z’s levels and gameplay 
I repetitive. 

ton' is sending the riglit troops out to 
imincdiatclv capture and use these “free" 
resources before your coin])iiteri/ed 
enemy docs. 

Units are also fairly cles er in the art of 
combat itself, and wll tend to retreat 
momentarily from a position where they 
are getting cut to pieces and attack again 
from a slightls' different angle. Wliile it 
jiaj’s to allocate targets \oursclf for units, 
the)' are also adept at firing automatically 
at an) units that come within range and 
\si!l c\’en pursue a short distance to 
destroy a fleeing enemy— without chas- 
ing blindly after them, as W/XRCll'M'T sol- 
diers are wont to do. All in all, the unit A1 
is a .small but satis^ing imprtwement over 
that found in C&C. 


times while 
get awfully 


game here for the buck. I 
w'ouid .say the experi- 
enced wargamer can 
only expect 20 hours or 
so of campaign play Wliilc network 
play stretches the longe\it\' of this prod- 
uct immensely, it might have been a 
good idea to slip in a random battle 
generator or add spawning technolog)’ 


****continued from page 304 
vehicles and four kinds of stationary can- 
nons used for defense. Often, maps will 
start with empt)' vehicles and guns strewn 
across them, and an important key to vic- 


dow'n on tiny crates and pla)' cards. 

'^riie program itself is extremely reli- 
able; its only technical fault, for me, w'as 
that is w'asn’t a true Window's 95 appli- 
cation. Z has the same multiplayer 
options of C&C (null 
modem, modem and 
IPX network support), 
and provides fast and 
reliable mayhem for up 
to four players. 

I'or me, Z had only 
one major flaw' (other 
than the manual, w'hich 
was a little thin on unit 
capabilities): 'llicre just 
didn't seem to be a lot of 


for cheaper network play. A more minor 
“flaw'” goes without sayingdf you don’t 
like real-time games, or funny games 
for that matter, Z isn’t for you. 

But if you don’t mind a game that’s on 
the short side, and you are a real-time tac- 
tical game !o\ er with a good sense of 
humor, then buckle into s our computer 
chair, dude, and crack open a cold can of 
Rocket luiel, because Z is going to be 
your favorite letter, S; 


^APPEAL: Real-time commanders 
looking for fast and fun tacticai combat 
kTOOS: Fun, smart and funny C&C 
clone with exceilent graphics, hiiari- 
ous animations and batties that are 
more chaiienging than they 
initially look. 

kC€M4S: Campaign game is a bit 
short for the 
bucks; humor may I 
not amuse some; . 

C&C and WarCraft | I 



WAR IS EASY, COMEDY IS HARD 

Z is a fun, inosth' successful game 
that plays on the success of its more 
serious ancestors in the real-time tacti- 
cal w'argame arena. Hie grajihics are 
excellent, and they 're luimorous with- 
out being repetitious or .stupid. Turrets 
fly liigh up into the screen, growing in 
size before tumbling back to "earth" 
and exploding in a great resounding 
blast that can cause even more damage. 
Soldiers give little yells and vaporize or 
tumble through the air themselves 
w'hcn hit by shells, and even units w'ait- 
ing for orders do amusing things like sit 



■R /lore powerful than any human 
I V I opponent. The Power Chess King 
is truly innovative - remembering 
,whal you played and adapting to stay 
one step alicad. 

More human tliaijJ any computer 
opponent. The PowCT Chess Queen is 
a unique, speaking tutor - reviewing 
each game^gainst the King - and 
^eparing you for the next. 

Together they combine computer 
intelligence with life-like personality 
- a first for computer chess - and 
for humans too. 


• Larry Chr/stionsen, 
/nfernof/oro/ Grandmaster 
Two-time U.S. Champion 
Three-time US Open Champion 


POWER CHESS 


"POWER CHESS™ Is the 
first innovation in chess 
programs in more than 
a decade." 


\fisit us at www.sierra.com, call 1-800-757-7707 or see your local software dealer. 

O 1 996 Sierra On-Line, Inc., <S ar>d/or dotlgnolo trademarks o( or licensed to Sierra On-Une, IrK., MIovuo, WA 98007. 
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Price: $24,99 
System 
Requirements: Steel 
Panthers game 
required, 486/DX33, 
8MB RAM, SVGA 
graphics 2x CD-ROM, 
mouse; supports most 
major sound cards 
H of Players: 1-2 
Protection; None (CD 
must be in drive) 
Designers: Novastar 
and SSI 
Publisher: SSI 
Sunnyvale, CA 
(408) 737-6800 
Reader Service #: 343 



REVIEW • STEEL PANTHERS CAMPAIGN DISK 

Steel Yeurself 
For Battle 

New Campaigns Add Even More Depth To Steel Panthers 



► GIVE 'EM HELLCAT The CAMPAIGN Disk adds three new 
challenging campaigns to Steel Panthers. As always, 
the health of your core units is key. 


\ illcrs-i^ocage and tlic battle against 


by Patrick C. Miller 

hat c'oinpiitcT wav 
game cnaijlcs son 
to pitMigoslavian 
partisan casalr}’ 
against Ck'rnian 
jadgtigers, or re- 
create the battles 
between tlie 
Soviets anclilie 
Japane.se in Cliina 

during the closing days ofW'orld War 1 1? 
SteI'X i\vii iKiLS. of coiiLse, a war game 
renowned for its broad scope and great 
depth. Now this superb game gels e\’en 
better, with SSi s add-on S’1 t;I';i, INvn IKILS 
C.’l\iiwic;x Disk. 

'Ilie CD contains three new campaigns 
and 55 scenarios forn.se witli S)t;I'',I, 

R\vn iKiLS, as well as the version 1.2 patch. 
'Iliosc who have purchased Novastar sce- 
nario disks for S'lEr.!, Pan'II lEiLS should be 
aw'are tliat only three of the 55 scenarios 
on the CD arc actually new. Most portray 
[‘’.uropcan battles, but there arc a fair nuni- 
ber of Pacific scenarios as well. ' I lie more 
memorable scenarios arc the two depict- 
ing Obcrslslunnfuliier Michael Wilt- 
manns heroics against Britrsli annor at 



► SMOKE ON THE DACHA The CAMPAIGN 
Disk contains 35 historical scenarios 
from such locations as Iwo Jima, 
Guadalcanal, Arnhem, and Normandy. 


American Shemians that iiltimalclv cost 
him his lifc..'\l.so included is a inpofhclical 
.scenario based on a bailie in Ihe nio\ic 
Cross of Iron, in which Ihe fictitious 
Sergeant Steiner fights bis w'ay back to 
friendly lines tbougb a So\'ic( onslaught. 

'I he best parts of the CD arc tlie three 
new' historical campaigns: Hic l9-tl 
C|)CTation Barbaro.ssa, wlicrc yon lead 
Cemiany’s inwision of Russia; the Battle 
for North Africa, where you command the 
.'Mrika Corps against the Brilfsb in jiine 
1942; and ftitton’s 5rd .Amiv campaign, in 
w hich you race the Soviets to Berlin. 

GREASING THE TREADS 

Before ninning flie installation program, 
it's a good idea to make eo[)ies ( )f any sce- 
narios that you've created or saved in the 
game’s s;ive slots. If )oii don’t do this, .some 
of your .scenarios could he overwritten 
without warning. After installing the CID, 
you can copy back your saved games ai id 
ciLstom scenarios. Be adstscci that .some 
terrain might not show- up iiropeviv w ith 
the new patch version, since the map edi- 
tor is altered with patch 1.2, 


Ifyou have installed presi- 
ous patches for Sii;i;e P\N- 
Tl IKRS, you might want to 
delete your current version, 
reinstall v ersion 1.0 and then 
install the C-winMciN Disk. 
SSI savs this isn’t necessary, 
hut I experienced some ])iTih- 
Icms when 1 didn’t do it. 

Version I.ZofSTiaa, 

P.Avn nuts corrects many— 
hut not all —of the game’s 
hugs, adds more reali.sm, and 
provides improsed artificial 
intelligence. l-[()we\er, it 
doesn’t include the modem play option or 
the N'CRreplay feature that fans of e-maii 
pkw ha\'c been demanding. If von need 
the ]iatch. but not the game, it is a\ ailahlc 
from main- online sources. 

' I hose who already ha\ c the version 1.2 
update and many of Novaslar’s scei uirios 
might w'ant to pass on this offering. But if 
it's been a w'hile since you played Snuu. 
Pwil IIULS and y'ou’rc looking for a rcuson 
to jump [rack info CCWs War Ckime of 
tJic V'ar, the CAMPAIGN j^lSK proxides a 
g<x)d e-xciisc to do just lliat. % 


^APPEAL: For Steel Panthers fans 
who want more challenging scenarios 
and campaigns. 

^PROS: Adds even more depth and 
variety to Steel Panthers; updates 
game to latest version; challenging 
campaigns and good mix of scenarios. 
^COHS: Most of the scenarios have 
been previously 
released by Kova- 
star, and version 
1.2 doesn’t fix all 
of Steel Panthers’ 
hugs, nor does it 
improve two-player 
play. 
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,One of the most annoying problems the PC 


has finally been solvedf 


PC Format (UK) 
Top Award, 9/96 


Introductory 
Price <|;9495 


JusI lo let you know that the AifoTwin Joystkk-swllch arrived 
intact. At this moment I hove connected 7 (!) joysticks to the 
AifnTwin :•) and it works perfectly... 

r~ GfovH Phoenix 

Computer - 

r-ij^T 

I Gravis GomePods 

This oil works without having to pull out all the cobles, eiiifncli 
wunderbor! I cannot soy onything else ns „Co(igrolulnlions 
with 0 very nice product." 

V/ilh kind regords, Edu Oskom ,Teclmicol Support Specialist'', 
(Grovis Europe/Holland} 


a PC ployet" 

(PC Action 8/95) 


Indespensoble for powerployers'’ 


ombilioned PC-ployer.' 
(Power^oy 9/95) 


...gnming. Very useful..." 

( 8esl Buy , CD ROM today 5/95) 


Other Alfa Data Products 


Due to the de«gn of the gome port. 


uui; 10 me uexyii ui me yume yuii, iiw lom 
PC supports two joysticks (A S 6) Each with 


AifaCrystal 
Crystal Trackball 


AlfaPilot-Plus 
Flight Simulation York 


AlfaCommander-Pro 
Programmable Joystick 


Circle Reader Service §37 


CWC Group, Inc. • Visit your local store or call 

USA; CWC Group, Inc. • 290 Poseo Sonrisa, Walnut, Co 91 789 • Tel: (909) 598-9366 • Fax: (909) 598-8046 
Head Office: ALWOATA Computer Technic Corp. • Taipei, Taiwan • Tel: BB6-2-788-5775 • Fax: 886-2-788-5791 
Europe: AB Union GmbH, Deutschland • Tel: 49-89-321 -1 033 • Fax: 49-89-31 7-4957 


Patent 

Pending 


See us at COMDEX/Fall 












SmSSh through 

BiSSt enemy helicop- 

AttSCk enemy fight- 

enemy lines with 60 

ters, tanks and troops 

ers, demolish enemy 

tons of armored steel 

with a full arsenal of 

headquarters and 

and 120mm cannon 

rockets, missiles and 

take the controls 

fire in /M1A2 Abrams'". 

20mm cannons. Do it 

of all the great fight- 

From the creators of 

all as you race across 

ers of WWII in Air 

Ml Tank Platoon®, 

the treetops in Hind'", 

Warrior® II. Also includ- 

comes the tank simula- 

the helicopter simula- 

ed is a gateway to 

tion called “One of the 

tion from the develop- 

internet gaming with 

year's hottest games" 

ers of Apache'", Best 

20 free hours from 

by PC Gamer. 

Sim of the Year*. 

CompuServe®. . 



©1996 Interactive Magic. All flights Reserved. Ml Tank Platoon is a registered trademark o( MicroProse, Inc. Air Warrior is a registered trademark of Kesmai Corp. iM1A2 Abrams. Hirtd, Apache, American 
Civil War From Sumter to Appomattox, and Destiny are trademarks of Interactive Magic. Harpoon is a registered trademark of Larry Bond and Chris Carlson. • *\toted "Best Sim of the Year"— PC Gamer 


Interactive Magic, P.O. Box 13491, Research Triangle Park, North Carolina 27709, 800-298'0872 



Pulverize Union 

or Confederate lines as 
you decide the fate of 
the Nation. Called "The 
only strategic Civil War 
game worth buying,” 
by Computer Gaming 
World, American Civil 
War includes a multi- 


Fire harpoon and tom- 
ahawk missiles at enemy 
battleships and carriers 
as you command the 
Navy's most powerful 
ships. It’s Harpoon® 
Classic 97, from the 
award winning design- 
ers of Harpoon Classic, 


Dominate the 

world as you build a 
nation through military 
and scientific discov- 
ery. Destiny'" is the 
multi-player strategy 
game where you civ- 
ilize and conquer 
the world, from the 


media history of the voted "Wargame of the Stone Age to the 

Civil War. Year" by PC Gamer. Space Age. 



Simulation and Strategy Gaming 

Get all the details at www.imagicgames.com 

Circle Reader Service if172 
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REVIEW • SETTLERS II 



A Fine 
Settlement 

Addictive Settlers II Builds On Territoiy Founded In Serf Cur 



For help gelting 
sterted with 
Saltiers li, see 
Tim Carter's 
gameplay guide on 
the CfiW Web 
site. 



Price: TBD 
System 

Requirements: 486-66 
MHz, 8 MB RAM, 
SVGA graphics, 2x CD- 
ROM drive. 35 MB 
hard drive space, 
mouse: supports most 
major sound cards. 
D of Players: 1-2 
Protection; None (CD 
must be in drive) 
Designer: Blue Byte 
Publisher: Blue Byte 
Schaumburg. IL 
(800) 933-2983 
Reader Semce #; 342 


by Tim Carter 




( haractcr is an ()fl-o\'crt()(>l<ccl 
c|uality in computer games 
flicsc da)’s. It can’t be quanti- 
fied, but cliaraclcr can make 
the difference between a 
competently crafted dK er- 
sion and an all-consuming 
career threatening ob, session. 
Sl'TflLLltS II is a good e.vini- 
pIc.At ils core is a .solid strat- 
eg}’gamc, but what makes the game fun 
is w'atcliiiig your anny of serfs gmw' a.s 
your counli)' expands. Each of lhe.se little 
men conducts a task, be it haivesling 
grain, carrying goods, or beating up \’our 
op])oneni.s. Watching the gup go about 
their datie.s is also useful, since it helps 
track how your economy is functioning, 
Sl'n'lLtsiis II (SiTiLKies hvas relca.sed 
in North American under the title Slilil' 
Ct'tY) is an “explore tlie world, build an 
empire, and conc|uer ever^'one ei.se'’-t\pe 
game. ’Hie .scale is somewhat .smaller than 
many of the other titles in this gei ire, as 
players deal with hundreds of |jeoplc and 


► SETTLING IN JAPAN The story has you, as a shipwrecked 
Roman crewmember, starting artew in a strange land, but 
you can choose any one of four races. 


indmdual buildings, rather than cities or 
whole [}lanet,s. 

WHERE'S THE 
FREAKIN' MANUAL? 

SL'fii.Ktesliisall 
about the strategic 
challenges )'ou face 
while working with 
\ery'limitedre.sources. 

UnfortunatcK’. it .seems 
the game’s publisher 
took tliis ethos a step 
further and apjilied it 
to the documentation, 
too. As ss'ith a few' other 
recent titles. Sl’TfiUillS 
II has an absolutely 
ap|)alling manual. 

'lire inadequacy of 
the documentation is 
particularly a])parent when you realize 
that the game is ob\iou.sly the product of 
a lot of w ork. Plas ers maj’ as well resign 
thenrscK cs to playing the first scenario a 
few times just to get the feel of the con- 
trols and figure out how' 
es'crxlliing works. 

E\en if you figure 
out the interface, the 
complete lack of an 
explanation for most of 
the key economic rela- 
tionships in the game 
can hamper planning, 
which is realK- the key 
to winning. 

To be fair, I did man- 
age to figure most com- 
ponents of the game 
out through trial and 
eiTor ov er a relatively 
short period of time, 
and I enjoyed the learn- 


ing proce,ss — but not nearly as much as I 
W'Oi lid have enjoyed playing the game 
propciiy i ight from llic start. 


SERF'S UP Sehlers II is all about building the most powerful 
economic empire in the world, and the game’s cute little 
serfs provide the manpower to do just that. 


IT'S ALL ABOUT MONEY 

SliJriLI'.lls 1 1 is more of an economic 
game than a military-one, although final 
victor}' lies in the conquest of others, Tlie 
militai}' side of the game is quite sin pie; 
build the nece.ssaiy economic foundation 
to recniit and train a number of soldiers 
and garrison them near the front lines. 

Building a sound economy, on the 
other hand, is no simple task. IW materi- 
als must be gathered (or mined, inm'cst- 
ed, inintcd down, etc,), and then 
proce.ssed at lca,st once — and in the case 
of tools and weapons, twice— before 
being shipped via your transportation net- 
w'ork ter locations where the)- arc needed. 

TIuls, woodcutters are needed to chrjp 
down trees, w'liich must then be .shipped 
to a saw'inill for conversion into boards. A 
forester may also be necessary to kee]5 
\ our sup]Dly of wood from becoming 
depleted. As most buildings require stone 
continued on page 3t7 
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3D Rendered Cut Scenes 


Windows 95 DirectX Game 


Multiplayer modem, network, and Internet ploy 
Full musical score and integrated sound effecty 


df * / 

wm 
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7 fart in your general direction 


Monty Python and the GJuest for the Holy Grail 


A CHALLENGING YET VERY SILLY CD-RDM STRATEGY GAME FROM VTH LEVEL. | 

The original Python cast reunites led by big-shot, part-time llama il 

BREEDER ERIC IDLE. WITH UP TO THE MINUTE IQTH CENTURY HUMOR, SCRIBBLES 


ORIGINAL MOTION PICTURE. 





SETTLERS II • REVIEW 


V>»continuccl from page 314 
as well as boards, a qiiari}’ or granite mine 
must be constnicted to siippK' stone to 
the building sites. 

Miners rcc|uire food lo 
work effectively.'llius, 
you must keep fishennen. 
hunters, or famis near 
each mining location, 
limns only grow wheat, 
w hich must either be 
milled and then baked 
into bread, or used to feed 
pigs, w hich then must be 
slaughtered elsewhere. 

Somewhere along the 
way you must also make 
tools, weapons, beer (to 
keep the troops happs'), 
and gold to pa\' for mili- 
tar\’ training. Ever)- com- 
modity’ must be transported to the correct 
location, which can put a burden on your 
road system. Delays in the provision of the 
proper supplies can thro\s’ a monkey 
wTcnch into even the mo.st comprehen- 
,sive economy, .so .some thought musl be 
given to the localion of each building, 

'Ihcn, ofeour.se, there is Ihc question 
of temiin. Many buildings that you will 
need are large, and will only fit on Hat, 
empty spaces. 'Ihc iron, gold, granite and 
coal neeessar)' to fuel your economy musl 
be discovered by a geologist (and will 
become depleted over time). 

Success depends on a combination of 
careful planning and the ability to keq) 
your economy functioning as raw maleri- 
als begin to run out. In part, a long-nin- 
ning economy requires so)ne attention to 
sustainable re.sources, .such as trees. Some 
raw materials, particularly those requiring 


mines, cannot be kept miming indefinite- 
l\'. You must gain access to new lands and 
new riches if your economy is to grow'. 



SAIL AWAY Though the game is smaller in scope than the 
world-spanning CiviLiZArioN, you'll still need to do some 
island hopping to find the resources necessary for growth. 


Thus, you will likely find yourself at war 
with your neighbors. If you have planned 
w'cll, you should have little difficulty 
defeating the computers annics. This is 
not to say lhal the game is easy. More 


than once 1 thought 1 w'as progressing 
quite nicel)' only to be o\'emm b}- a mas- 
sive horde of iiwaders. Remember, 
though, that winning or losing is rooted in 
economics, and it will be hard to com- 
pensate for economic weakness w ith 
.superior militau’ tactics. 

/Mso. winning at Stn’ILtiRS 11 rcciuires 
some degree of micromanagement. 
Trairsportation and production play an 
important role in economic deselopment, 
and the\’ ha\ e to be managed carcfullv. 
This may become boring for those plas ers 
who would like to fociLs solelv on con- 
quest and exploitation, although 1 found 
the economic controls to be a lot of fun. 

/\11 in all, Sl'I’ILIUCS 11 is a fine strategy 
game. Its orientation towards economic 
rather than military action may turn some 
gamers off, and its tnih’ appalling docu- 
mentation may cause some people to 
leas'c it on the shelves in protest, but basi- 
cally it delivers w-hat most strategy games 
should; a fun and engrossing experience 
w'hich challenges your brain w'ithout get- 
ting on your ncr\'cs.% 


^APPEAL: Those who like building 
realms and have an appreciation of 
finely detailed economic models will 
have a lot of fun. 


^PRO% Fun, easy to learn, addictive, 
has complex economic model. 


>CONS: Requires 
some microman- 
agement, has atro- 
cious documenta- 
tion; focus on eco- 
nomics may be too 
heavy for some 
gamers. 




Visit us at www.sierra.com, call 1-800-757-7707 or see your local software dealer. 


O 1996 Sierra On-Line, ln<.,0ond/or dnignole tradernailis o( or licensed fci Sierra On-line, Inc., Beilevue, WA 9< 
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STRATEGY • WARCRAFT li: DARK PORTAL EXPANSION SET 




CCV\'' is prcniding a detailed .sccnaiio-l))'- 
•sccnario \valk-tliroug!i of the Dark Portal 
cani|xiigiis: this month, we tackle ihe 
Oreish side of combat. As we saw Iasi 
month, the first aet of the campaign has 
slightly easier scenarios. 'ion can find those 
walk-throiiglis at lire CXIW Web site. In 
these pages, w e'll gis'C you the ncce.ssaTy 
.strategies to beat tlie nine .scenarios of Acts 
1 1 to IV and bring the Ores final \ielory 
against the pitiRil Mumaasof/Veroth. 


OresRu 

Eat The Humans For Lunch 
With These Strategies 


by Elliott Chin 


S ome would say the Ores in 
thcWAItCim'll IsXi'AN- 
SION Sl'M'liaveanesen 
tougher ciialleiige than liie 
l-!nman.s.Afler all, Ihe Ores, 
unlike the sissy I lumans, aie 
witliout healing and iinisihil- 
it\; two kc\s S]x;lls that allow 
Human pkn ers to scout wilh 
impunih’and maintain an 
eserlasting amiy. You'se jrrohahly already 
encountered this problem if you’\ c lx;alen 
ihe I luman campaign and have purgrevsed 
to the Ore side. Once again, though, 


SCENARIO 4: THE RIFT AWAKENED 


W hen \'ou lirst appear in Scenario 
•I. your lone goblin /eppelin will 
be under attack by Kul 'l iras 
(green) in the west. Send sour 
forees Ihere. A great/\/croth fortress 
(blue) lies direclK' to your south, but 
don’t attack it right away. Instead, .sack 
the lighlK’ defended Kurnras.scftlc- 
menl. lursi irse an ogre to lure the 
enem\' units into your cluster of troops 
outside the village. I hen destrovthe 
guaixi towers with your cala])nlts and 
wult/ in. Your priority .should he building 
a town hall, farms and a lumber mill. 

I'lreci sev'cral gniard lowors as soon as 
possible lo guard entry into your village. 
Use farms to block the way into your 
camp as well. 

Next .send a fewgTunts and peons and a 
catapult .south. Devsinry Dakiran (violet) at 
the .southernmost gold mine, and establish 
a second town hall, build gaiard towers 
and fann blocks to |)roteet it. As your gold 
starts to accumulate, keep harassing the 


/V.enrlh with “hasted" goblin .sapjrers. Also 
use death knights for hit-and-run attacks 
with their whirlwind s|)eHs. I Ise both lo 
destroy all the lowers on thewesl side of 
the fortress, since this is where you’ll be 


attacking from.'lhen sim])ly gather 
together nine ogres, east hloodlust on 
them, enter the fortre.ss,and destroy any 
remaining lowers, bamicks and troops. You 
probably won’l succeed w ith your first 
wave, so be prepared to send another one 
or two. Y)u won’t run out of gold. 


Legend 

E Gold Mine 
(?) Prisoners 
fl Oil Patch 
^ Mage Tower 
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To Order: call 1-S00-B01-PLAY with Vlsa/H/IC 
(North America only). 


ALLIED GENERAL ami PANZER GENERAL 
are irademarks of Strategic Simulations. 
Inc. £1995 Strategic Simulations, Inc., 
a MINOSCAPE Company. All rignts 
^ese^'ed, PlayStation"' and We 
PlayStation-'-' logo are trademarks of 
Sony Computer Entertainment. Inc. 
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FOR DUTY ON THE 
PLAWATION" game CONSOLE! 


Visa us on the 
world wide web: 
www.ssionline.ci 


PlayStation 


ANZER GENERAL took the gaming world by storm. 

It established an enth’ely new game category, 
promptmg Computer Gaming 
World to call it, “...such fun that 
even non-wargamers are likely to 
find themselves hooked.” 

Now, prepare to become an ALLIED GENERAL. 
Volume II in SSI’s premier 5-Star Series'" has you 
in its sights — and this time the battlefield is the 
state-of-the-art PlayStation’" game console! 

Like its award-winning predecessor, success 
depends on your effectiveness as a leader. 
Play 3 campaign games as an American, 
British or Russian General against the 
German army. Or choose over 35 sce- 
narios that let you play as either the Allied or 
Axis side. Watch your forces grow with each victory. 

Use new troop types such as Finnish ski troops. Engage in a 
little conjectm’e: several what-lf scenarios include ChurchlU’s 
never-reaUzed invasion of Norway — Operation Jupiter. 

With so many choices, yom- abilities 
will be tested as never before! All of 
this and more await your challenge. 

Welcome to the next generation 
of strategy gaming! 


ALLIED GENERAL. 

The excellence continues. 
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Complete 
strategies tor 
belli destroy- 
ing and 
delending 
bases. Plus, 
scenarios by 
CGH/tbat will 
really test 
yoor shill. 


Legond 

■ Di Gold Mine 
^ Prisoners. . 
fl Oil Patch 
Mage Tower 


SCENARIO 5: 

DRAGONS OF BLACKROCK SPIRE 


n ScciKiiio 5 you nui.sl free 
Deiithwing's clmgon.s. You begin in 
llic soulbwesl corner of ibc map; the 
guarded dragon roost lies in the far 
northeast. 'If) gel there, (ravel in an arc 


that spans northward from west to east. 
Tire soutlieast quadrant of tlie map can 
be complctclv ignored. Seal off the bot- 
tleneck cast of )’our cam]) w'ith famis and 


towers, and begin building a catapult. 
Wlicn you have a catapult, destroy the 
guard lowers at the wall, kill all the 
l luman lroop.s, and then send in a few 
peons lo establish a town hall near the 
second gold mine here. Clusters of 
human troops await in various pockets 
in the mountain maze leading to the 
dragons, as well as scN cral tow ers. Use 
s our catapults and ogres to de.stroy 
tbe,se humans. 'Ihere is also a Muman 
camp in (he norllnvc.sl, but it is 
easily dispatched. You won't really 
encounter much resistance otherwise 
until you arrive at the footsteps of the 
dragon roost to the northeast. 'I hcrc is 
a gold mine near!)}’, so build a towii 
hall and a barracks here so you base 
access to troops immediatelv. ' 1 hen send 
in as mans' bloodlusted ogres as neces- 
sars; until all the wailing Irnops arc slain. 
'Ilren free the dragon roost. 



SCENARIO 7: 

THESEASOFAZEROTH 


T he nation of Azeroth (blue) to your 
.south in Scenario 7 is incredibly 
tough lo defeat, but don't wony. /Ml 
) ou have lo do is bold them off and 
concentrate on building up a strong navy. 
As soon as you start the scenario, build a 
horde of peons and upgrade \ our tower. 
Tlien start laying down a w-all of fanns to 
your .south, with si.\ or so guard lowers 
behind to mow down any oncoming 
troops from Az.eroth. A.s long as you sup- 
port this line of defease with a few 
ground troops, you .shouldn’t 
have to worrv' too much 
about /\zerr)th. 

'lb the north of this line, 
start building the rest of your 
citv and a sbips'ard. Isrcct 
tw'o cannon towers near 
your first shi])yard to ptov'ide 
protection from enemy vc's- 
.sck'lhen build Iwo destroy- 
ers and escort a tanker to 
build an oil platfonn. 



When you run out of gold, there is 
another mine on an i.sland to your west. 
Use ogre juggernauts to clear away the 
towers that guard the island, and then 
slav the knights on the island with drag- 
ons. Ihiild the five requi- 
site shipv’ards, group 
together eight juggernauts 
and a goblin z.eppelin, and 
then go hunting for enemy 
ships. Also use a group of 
dragons lo search for 
cnemv ships. Ik'tw'ecn the 
two units, you should be 
able to eliminate all ships 
in the scenario. 


/ To really 
cripple ^ur 
'/ opponent, attack 
his peasants. This 
cuts into his abliity to 
mine^gold. harvest 
timber, and repair 
and rebuild structures 
; you destroy. 
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SCENARIO 6: 

NEWSTORIVIWIND 

B egin Scenario 6 by building guard 
tow'ers at all three entrances to your 
camp. C'.nphon riders will begin 
attacking vour ullage in only a few 
minutes. Build at least four towers on the 
southwest side of vour camp, where the 
grvphons w ill come from, and then block 
all entrances w itii fanns .so (hat no 
Muman (roojrs can enter. You can keep 



one sliver of o])en space in tire northern 
pass of the forcsl sunounding your camp. 

Build .sappers and (wo or three dragon 
roosts as soon as possible. Send a few 
peons north to build a second town ball 
and a ring of guard towers around a sec- 
ond gold mine.Wlicn \ou have foursa]> 
pers, send them west to blow a hole 
through (he mountains protecting the Kul 
'I’iras (green) cam]) and to demolish any 
lowers standing there. Next send in a 
wing of nine dragons to decimate the Kul 
'l iras camp. ITon’t wony if guard towers 
are sni])ing at you; just concentrate all 
nine dragons’ breatli w'capons on each 
low'cr, one at a time, and you’ll destroy 
them quickly with no more than one or 
two dragons lost. Claim the gold mine 
here, as well. 

/\zeroth (blue) to the north, has over a 
dozen paladins in residence and they will 
all use ibeir healing .spells to maximum 
efficiency, .so forgo .sending in ground 
troo])s and just have your dragons Idli 
them all. \\1ien you encounter tow ers or 
archers, concentrate fire on them and 
then reluni lo the la.sk of eliminating all 
paladins. When you’v'c whittled the 
/V.crotb forces down, .send in bloodlusted 
ogres to bat cleanup. 





It Sounds as Good 
as it Controls, , , 


The 3-D AUDIO Stick 

T~he 3D Audio Stick is loaded with feaCLires. Tlic 
base is equipped with Rudder, Throttle, aitd Volume 
controls. The handle has 4'fire buttons and a Fliglit 
Hat to make sure that you blast your opponents aw-ay. 


Prepare to enter tlie 3-0 Soimd Rejilm. 

To purchase, visit your computer dealer or contact us 
directly: Internet at : http:/Av\sw.joystick.com 
or call us at: 1'800'664'5552. 

Winner Products Inc. Phone (909) 595-2490 

21128 Commerce Pointe Drive Fax (909) 595-1483 
Walnut, CA 91789 


All joysticks kxik the sitme, but hou' i.lo 
they act? CXtt of the box, the Winner 
3D Audio Stick is ready to ROCK. Tlic 
Built-in Spacialized Audio Chip produces 
3D Sound drat blows the comi.x:tition away. 

Plug it into your Sound Ciud-PLAY IT 
LOUD - Listen to win' games ckliitr a few merre 
realistic and inie'tO'life saind field then you ever 
thought possible! It also sounds great witli music, ttK). 
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SCENARIO 8: 

ASSAULT OF KULTIRAS 

1 11 ScL‘ii;irio 8, group your warships 
and a /cp])cliii together and stand 
against the onslaught of KnI l iras 
ships that attack you at the beginning 
of the lev el, ;\t the same time, load up 




Look for the 
Act I walk- 
through and lips 
on how to use 
spells effective- 
ly on our CGW 
Web site; www 
.zdnet.Gom 
/gaming. 
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all vour units onto your transports and 
then escort this naval group w ith sour 
warships to the easternmost landmass, 
where vou’ll find a gold mine and some 
pig farms to he rescued. Begin building 
farms so you can train more peons. 

Build a lumber mill quickK, and then 
proceed to establish a full base. 

Also group your troops into two par- 
ties and send them northward toward a 
second gold mine. Slay the Kul Tiras 
troops nearbv; then send two peons here 
to build a protective w all of farms, tow- 
ers and a town hall. Make sure you rausc 
se\ oral guard towers in both camps, as 
gr\]Dhon riders will attack pcriodicalh’. 

Beef up your defenses at your north- 
ern camp, since this will be attacked the 
most. Build four catapults, assign tliem 
an escort party of ogres and trolls, and 
then proceed northeasterly to lake out 
the Kul Tiras towers one by one. .At the 
same time, build three dragon roosts 
and start training dragons. When you 
have a group of nine, send them due 
north to destroy the grvphon aviaries; 
then have them tear apart the rest of 
Kill l iras. Wlicn you've created your 
second group of dragons, send them 
in as well. Your ground troops and 
death knights can mop up after the 
deadly vvyrnis. 




SCENARIO 9: 

THETOMBOFSARGERAS 


n Scenario 9, there is no base building. 
Il’s a hunt for a renegade daemon, 
pure and .simple. Bceairse you start out 
with a .small force, it is fairly difficult. 
Bre.seaevourdealh knight at allerwls. I lis 
dealh-and-decay .spell is invaluable, and 
liis raise-dead spell can eiealc an instant 
amiy for jou in a pinch. Move your .small 
band easKvard, ea[)lure the sliipyaixl, and 
build a transport. Send your units east, 
except for the dcatli knight, and capture 
the Icmple of the Damned. Ne.xt pick up 
the death knight and head to the easlcm 
forest island to recniil the trolls. Wth the 
trolls on board, bead to the lop of the map, 
and tben unload v our troops on the shores 
to your west. Use your trolls to cut down 
the elven archers standing guard. Then 
venture fonvani slowly and free the ca|> 
lured Ore prisoners. Don't bother with the 
tower waiting there; just free the tmojis 
and mil back the wa_v you came. 

I'll! vour traasport with gmnts and 
ogres, and then sail south and unload at 
the open .shore. Several r\/cn)th (mops 
will attack you, but your ground troops 
should be able to take Ibcm.Then trans- 
port the rc.st of your force here. Destroy 
tlie lowers w'itli your death knigiU's dealli- 



and-dccay .spell (120 mana will do the 
job). Free the catapult and blacksmith 
.south of } oiir landing point and proceed 
westward, hugging the .southern moun- 
tain range. Lead with your ogres— not 
your death knight, because there arc pal- 
adins wailing here. You’ll meet resistance 
along the way, but remember to keep 
your death knight alive. I.Aeath coil will 
replenish his lieallb, so use it if be is nm- 
nitig low. '(lien when the trail turns norlii- 
ward, use death-and-deeay anti your cata- 
pult to take out the wailing towers. Now 
just nish ahead with yt>ur dozen or so 
ground troops. Your goal, ihe daemon, is 
up ahead, but make sure you keep 
enough trolls alive to kill him. 



Always build towers in clusters, and always protect them against enemy 
attacks with a wall of farms. Guard towers are best because they fire quicMy. 
can attack air units and won’t do splash damage to friendlies. 
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SCENARIO 10: 

ALTERAC 


S cenario 10 is relati\’c]y eas)’. irirsl 
figlit }'Our way rtiroiigfi tlic forest 
w'itli your knights, ogre and drag- 
ons. 'Flien, mo\ e )'oiir peons to tlie 
northern gold mine at the top of the 
nia[). Build your camp and erect guard 
towers and fanri walls for protection. 
Build five or so catapults, and send nine 



ogres east to sack Stronigarde s'illagc 
(red). At this time, send half a dozen 
l^cons to a second gold mine (one of the 
two closest gold mines to the south) and 
build a second town hall, guard towers 
and .some dragon roosts. Train nine drag- 
ons and send them into the Stronigarde. 
Leave them to demolish the camp w'hile 
you train more dragons to send south 
into the I ordaeron camp (white). 

/\round this time, you’ll sec the 
Lordaeron peasants (and Stronigarde 
ones, if they’re still alive) making a bcc- 
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line for a gold mine outside the protec- 
tion of their camp. Send a peon to that 
gold mine and raise hvo cannon tow'crs 
to kill Lordacron’s income and peasants. 
Your hvo groups of dragons should liavc 
no trouble la)'ing waste to the hs'o vil- 
lages. 'Ihcn have them sink the destroy- 
ers in the river surrounding Alterac to the 
southeast, build a shipyard and oil plat- 
fonn, and then transport the /Mfcrac 
mage back to tlic Circle of Power. 


SCENARIO 11: 

THEEYEOFDALARAN 


O nce \()u enter Scenario 11, group 
your ships together and counter- 
attack the s'cssels near you. l^ad up 
)’our four tr<ins]iorts, and have your 
battleships clear the shores due east. Once 
you’ve cleared three towers’ w orth of land, 
unload your troops and take the Lor- 
dacron gold mine .settlement to the north- 
east. You’ll fight i/irdacran (white) troops 
along the way. I lave your peons begin 
building fanns and a town hall. Build a 
lumlicr mil! and towers for protection; 
then build a barracks. After Dalaran (vio- 
let) has sent several waves at you from the 
.south, mount an cxiK.-dition. Build three 
catapults, escort them with nice ogres, and 
send them south to the Dalaran town, 
'lake it and establish another town hall. 


’’Irain lots of death knights, and research all 
yours[)clls. Send a [larty of two dozen 
ogres and trolls east to near the Dalaran 
mage stronghold. 1 lave )'Our death knights 
cast whirlwind to wreak havoc at the mage 
compound. Once the whirlwind has .soft- 
ened up the enclave, cast dcath-and- 
decay to ski)' some more iKiops, and then 
sweep through with your grotnul tnxips. 
Ignore Ixirdaeron to the southwest. 



SCENARIO 12: THE DARK PORTAL 


S cenario 12 is simply too hard to beat. 
You definitely start out with a huge 
number of troops, as well as all your 
powerful heroes, but they’re not 
enough to defeat this scenario. Use 
Dealhwing to destroy all cannon towers, 
while 'Icron Corefiend and your other 
death knights cast whirlwind on the guard 
towers. Croup v'oiir strongest ground 
troops together, and be prepared to meet 
onslaught after onskiiigbt after onslaught 
right after you start the mission. Once 
) oii've cleared aw-ay tlie towers to vour 
south, send )'Our ]ieons and an escort of 
nine melee units south and toward the 
easternmost edge of the maji. 

At the free gold mine, begin building a 
lumber mill and town hall. Erect as many 
guard towers as )'ou can, because you will 
need tl ici n lo stem the never-ending tide 
of enemy units pouring into your borders. 
Build farms around your tow'crs so that 
melee troo[)s won’t be able to reach them. 
'I hen keep on .sending one lone ogre into 
the Kill ' I Iras (green) camp to ) our west, 
and lure their troo(D.s into range of your 
towers. Repeat this until the Knl 'Hras 
forces are whittled clown. 'Ihen immedi- 
alcl)' send in a swann of goblin sappers to 
destroy towers and barracks. Building a 


second town hall here will be lough, espe- 
cially since it is hard to defend. 
Nevertheless, build many guard and can- 
non low-ers so you have a line of defense 
that will kill oncoming troops, 'this is the 
only way 1 know to be sure of slaying all 
your enemy’s troo[)s; going toe-to-toc with 
the enemy, camp by camp, will not work. 
Only luring ihcm to your lowers repeat- 
edly will as,surc their deaths. 1 also recom- 



mend stationing Zeppelins at the enemy 
borders so yon arc alerted of any and all 
inv'asions. 


For/\zcroth (which Is guarding the 
ocean pass to the L^ark Ikirtal), 1 recom- 
mend an air attack with nine dragons. 
Don’t forget to leave enough gold to build 
a shipyard and foiinclrv'. ‘fc 
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For the first time, you have the power to control the depth 
and dimension of 3D stereo sound. JAZZ 3D speakers give 
you 3 different ways to customize the 3D stereo sound to 
any environment. 

•Switch to the Game setting, lock-and-load your favorite 
computer game and fee! the 
explosions blast al! around 
you. 


envelop you. 


•Change to the Theater 
s etti n g.. .suddenly 
you're transported to 
your favorite concert, 
•Switch to the Music 
setting, drop in your 
let the 3D sound 


MORE SOUND, MORE CONTROL 

Jazz 3D Speakers are loaded with 
features to give you more control; L/R 
balance, multiple audio inputs, mute, 
headphone and microphone jacks, 
along with volume, treble and bass 
controls. 

3 MODELS 

Choose from three models, the 

2- way JS-100, JS-200, or the 

3- way JS-300 with MSRP's 
from $74.95-$1 24.95 
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his is the story of a man, an idea, and a shrink-wrap machine. 
Also, not coincidentally, it is the story of the birth of New World 
Computing. In 1984, Jon Van Caneghem, now President of New 
World Computing was an avid boardgamer and role-playing 
adventurer who decided to try his hand at writing a computer role- 
playing game. He started coding the game on his 
le and the result was 

AND 

Magic: The Secret 
OF THE Inner 
SAN auM.The game 
was finished in 1986. Then, 

Jon and two friends pooled 
their money, bought a 
heavy-duty shrink-wrap 
machine, and worked 
through an entire sleepless 
weekend, shrink-wrapping 
the game for shipment the 
following Monday. In all, 5,000 
boxes were wrapped that 
weekend. 

The Might AND Magic series 
helped to revolutionize the 
industry and now has five 
installments. Might and Magic: The 
Secret of the Inner Sanqum was 
one of the first games to utilize a 
first-person perspective in its 
interface, and to adhere to 
common pen-and-paper role- 
playing rules: turn-based combat, 
experiential skill and level 
advancement, equipment that 
enhanced skills, etc. Since then, the 
series has grown to include: Might 
AND Magic II; Gates to Another World, 

Might and Magic 111: Isles of Terra, 

Might and Magic IV; Clouds of Xeen, and 
Might and Magic V: Darkside of Xeen. 

The final two chapters. Installed on the 
same hard drive, allowed the player to 
experience a whole new scenario, 
called World of Xeen. A second scenario. 

Swords of Xeen was included in the Might 
and Magic Trilogy oack. 
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ealizing that gamers were enamored Might and Magic blends many of the fantasy elements of 


of the entire concept of fantasy 
worlds, a plan was devised to 


bring the characters and monsters of game. 


role-playing with a solid turn-based strategy wargame 
engine. Plus, it offers a rich and rewarding campaign 


the Might and Magic series to the strategy 
game genre. Heroes of Might and Magic, a 


So, is it any surprise that the folks at New World 
Computing are working on a sequel? Of course not. 


very slick remake of Jon's earlier The King's Heroes of Might and Magic (I will expand on all of the 


Bounty, was the result, and Its 
accolades have been sung far and 


things that made the original great, while adding new 
elements, such as secondary skills and Internet 


wide. Computer Gaming World named playability. Two new character classes have been added; 


it Strategy Game of the Year for 1995, and it won both all of the artwork has been updated; new monsters. 


PC Garnet's Editor's Choice award and Computer spells, and artifacts have been created; and the combat 


Game RevieWs Golden Triad 

award. Heroes of 


The 




screen has been enlarged to further the elements of 
tactical strategy. All In all, this should spell a huge 
success for the team at New World. It's an entirely New 
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ob Reiner opened his film, The Princess 
Bride, with an iconic computer game. It 
was Hardball. Hardball is the epitome of the 
Accolade product line because it reflects 
the desires of its co-founders, Alan 
Miller and Bob Whitehead, to move 
beyond the cartridge games they'd 
been writing at Activision. They formed Accolade to 
specialize in computer games. They intended to keep 
writing action games, but to add new elements and flair 
to them that couldn't be done in the cartridge world. 

Hardball did just that. In an era when 
baseball games had 
either 


blocky players in a generic stadium or text-heavy 
statistics, Whitehead captured the best of both worlds. 
The pitching interface was intuitive, the graphics were 
ahead of their time, the action was fast-paced, players 
had varying skills, and management decisions made a 
difference. It was the perfect package, a fact reflected in 
its sales success through a number of sequels, and 
they're not finished yet. And, since each new Hardball is 
the toughest competitor for the last, the tradition 
continues with the upcoming Hardball 6. 

Looking back. Accolade wanted to beat Activision from 
the start, even with the name. "I remember looking in 
the dictionary to find a good word beginning with A that 
would come before Activision in the phone book," 
remembers Miller. "Accolade seemed like a winner." 

Critical accolades were normal in 
Accolade's early years, 
whether for Hardball, 
Law of the West, or Ace 
OF Aces, a WWII air 
combat game. Today, 
the accolades continue 
for their strategy games, 
as well as sports and 
action. 



"lack niddaos-tuio areas of 
Gipatiscflirtliepikeofiiiic" 
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nother early hit in the Accolade 
line was Mean 18. An 
W % attractive golf game with an 
M ^ early Implementation of the 
AffiA strength meter interface, 
^ Mean 18 was a major 
■ % success from the 

f * beginning, even 

generating solid sales of course disks. 
Yet, in those days as in these, every 
computer game publisher seemed to 
have a golf game. With improvement in 
the competition, Accolade felt like they 
needed to raise the ante. 

Since they had already proven that 
they could publish a golf game with 
terrific graphics for the day and an easy- 
to-use interface, they decided that they 
needed golf expertise to improve the 
package. They decided to go for one of 
the best-known golfers of alt time, Jack 
Nicklaus. In so doing, they picked up two 
areas of expertise for the price of one — 
a professional player and a professional 
golf course designer. Not only would 
players of Jack Nicklaus' Greatest 18 
Holes of Major Championship Golf 
get to play against a computerized 
Jack Nicklaus, who used club 
selection and averaged distances 
typical to the Golden Bear, on the 
hardest 18 holes in the world, but 
the package would also include 
two Nicklaus designed courses. The 
concept worked so well it led to 
more course disks and a series of 
products which included course 
architects, the editing tool that 
allows gamers to build their own 
digital golf courses. Now, the 
tradition continues with Jack Nicklaus 
Four! The latest incarnation will 
include five courses, a new course 
architect and Leader Board 
tournaments conducted over the 
Internet. Jack Nicklaus Four will be 
available in January. 
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^ ccolade's tradition of wrapping 
action games with new elements 
and flair was to find expression in 
another ongoing series. The 
W % original Star Control was an 

action/strategy hybrid. In many 
ways, Star Control was the 
W ^original "conquer the galaxy" 
m % game. You made strategic 

* decisions about how many 

ships to send to what star system. Like 
Galaxy and Reach for the Stars before it. 





Star Control was primarily a strategic space 
conquest game. But it was more. 

Where earlier strategic space conquest 
games merely resolved the tactical battles 
according to various algorithms, Star 
Control let you control your ships in a wild, 
action melee mode of ship-to-ship action. 
Even better, no melee was quite the same 
because the ships of different alien races 
had different attributes and special 
attacks. Tactics which worked against one 
race might be totally Ineffective against 
another. Plus, many of the aliens were just 
plain funny. 

How do you top that? Star Control II 
opted for an adventure game wrapping. 

The aliens were even funnier and the 
story gave you a reason to fight. 

Accolade had managed to create an 
entirety new look and feel for the 
game without losing the essential 
element of fun from the original. 

Here, at last, is Star Control 3. Once 
again. Accolade has been smart 
enough not to mess with the very 
successful action elements of the game. 

Yet, It has a brand new look. Now, 3D 
spaceships and wild, wacky puppets pull 
you into a game that has never lost sight 
of its hour-devouring roots. 



In Sun [dim. no melee 
mas ener quite tliesam^.' 
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competitive 3D games and that every simulation didn’t 
need to have guns to be exciting. To be sure, Test Drive 
opened the door for 3D military games like Steel Thunder 
(an early tank simulation) and Gunboat (one of two 
Vietnam games worth playing), but the company's real 
success in vehicle simulation came with the Test Drive 
series. The cars got faster and the graphics got fancier in 
Test Drive II and you were truly able to leave the road 
without crashing in Test Drive III. Now, in Test Drive: Off 
Road, you'll be able to spend all of your time off the road 
in a Chevy, Jeep, Land Rover or Hummer and love it. 

Through the years. Accolade has published a variety of 
games, but the emphasis has always been on action 
combined with new elements and flair. That tradition still 
holds. In fact, with the addition of strategy, it's growing. 


'TisiDMiiiasa 
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efore Test Drive, Accolade had ignored a major 
market segment-simulation. Though some 
■ may argue that the original Test Drive was 
m more of an action game than true simulation. 
Even with its limitation to the highway, 
optional automatic transmissions, 
r ^ ^ memorizable traffic patterns, and stilted 
a ■ cracked windshields when you were 

supposed to have fallen o^ a cliff, it was 
one of the first computer games to put you 
behind the wheel of a high-performance Porsche, 

Corvette, or Ferrari. Test Drive was a showcase game — the 
kind you'd show your friends, even if they weren't gamers. 

Best of ail. Test Drive showed that Accolade could do 
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trategic Simulations, Inc. has always had a gaming culture. Its 
employees didn't just design games, they played them — their 
games and everyone else's. At first, most of their games were 
largely computerized versions of board-based wargames they 
liked to play. Then, they expanded to publish science fiction 
strategy games like Galactic Gladiators and Cosmic Balance, as 
well as roleplaying games like Questron and Phantasie. 

““ Yet, until they announced an unprecedented 
licensing agreement with TSR, 
publishers of the 
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Advanced Dungeons 
and Dragons system, SSI 
was still known primarily 
as a wargame company. 

In 1938, they published 
Pool of Radiance, the first 
of the "gold box" designs 
which, for several years, 
became SSI's flagship line. 

Pool of Radiance was true to 
the AD&D rules and heavy 
on combat— Just right for 
the audience in the late ‘80s. 

The game engine was so 
strong that the publisher was 
able to crank out new games 
every few months. As the 
engine aged, SSI published the 
editor as Unlimited Adventures, 
oversaw development of the 
multiplayer online version, 
Neverwinter Nights for America 
Online, and developed new 
games like the first-person Eye of 
THE Beholder series. 

Today, the original TSR deal is 
over and SSI is publishing 
exclusive fantasy games, but they 
still have one title carrying on the 
tradition. This year. Dark Sun: 
Crimson Sands had its debut on the 
Total Entertainment Network. Dark 
Sun: Crimson Sands is a multiplayer 
role-playing game set in a 
fascinating universe where mages 
draw their power directly from the 
flora and fauna of the land itself. 


alive on 
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hough some wargamers 
were angry at SSI's 
management about the TSR 
license, a strange twist of fate 
occurred. For a time, wargames 
M fell out of favor and even 
« some great wargames did 
■ disappointing numbers. 

Fortunately for wargamers 
1 SSI's management were 
W committed enough to 
* creating wargames that there 
were some years when the TSR- 
licensed games carried the ball for 
the wargames. So staunch was this 
commitment that SSI continued to 
publish wargames, even when the 
genre seemed in danger of 
away. 

Then, in 1994, SSI 
wargame that 
imagination of 
wargamer and casual gamer 
alike— Panzer General, it featured 
beautiful graphics, a great 
Interface, and well-balanced 
campaign games. It sold well 
and continues to sell well I 
Panzer General invigorated the 
wargaming hobby In general, 
inspired the company to put 
great graphics in even 
hardcore wargames like Steel 
Panthers and Age of Rifles, 
and formed the centerpiece 
of an entire General series. 

Allied General provided 
the flipside to Panzer 
General's German 
perspective. Indeed, it 
provided three flipsides, 
since you could now play 
a British, Russian or U.S. 
general. Yet, the General 
engine proved itself 
even more versatile 
with its application to 
fantasy realms. Fantasy General, and its 
upcoming release on science fiction warfare, 
Star General, in many ways, Panzer General 
may have saved the wargaming hobby. In 
other ways, it brought SSI back to its roots— a 
computer game company that makes the 
fantasy, sci-fi, and wargames that its 
employees (and management) like to play. 
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ground for LucasArts' phenomenal series of 
combat flight simulations, building a market for 
new approaches to wargames. So, they decided 
to create a WWII flight sim where, for the first 
time, you could play as a pilot for either the 
Japanese or American side. Battlehawks 1942 
(1988) succeeded so weli that the publisher went 
on to finish the triiogy with Their Finest Hour (The 
Battle of Britain) and Secret Weapons of the 
Luftwaffe (a late WWII "What if?" campaign). They 
were also eventually able to do the same trick 
George Lucas had done in Star Wars, transform WWII 
era dogfights into outer space dogfights with the X- 
WiNG and Tie Fighter games. But that comes later. 


Y 
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ince George Lucas had already revolutionized motion 
picture industry technology in bringing the Star 
Wars trilogy to the screen, It seemed only natural to 
» create a new division for Interactive entertainment. 
Lucas visualized the future of interactive 
entertainment as taking place in an arena 
"where the digital production tools of 
^ filmmaking could be integrated into game 
development." Early research translated into 
the fast action of such early LucasArts 
El?(ertainment Company titles as Ballblazer and Rescue 
ON Fractalus. 

LucasArts' early days brought fantasy games like 
Labyrinth and wargames like the hybrid PHM Pegasus and 
Strike Fleet to market, all with fresh perspectives. 

PHM Pegasus and Strike Fleet, in particular, broke 
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he late '80$ brought 
another important genre 
development at LucasArts. 
The company quickly 
perceived that gamers 
were tired of playing 
' ■■ graphic adventures with 

B parser interfaces where 

they had to type VERB, 

■ NOUN to make things 
f happen. So, they created 

the now legendary SCUMM, Script 
Creation Utility for Maniac Mansion. 
system. It may sound disgusting 
(every acronym in the toolset spells 
out a body fluid), but its inception 
was a key event in adventure game 
history. SCUMM was the first system 
to use a “point and click" interface. 
Gamers no longer had to play "Guess 
the Verb" In order to do anything. 

The public loved Maniac Mansion. It 
became an icon for a new style of 
animated adventures. The Interface 
was intuitive enough that Maniac 
Mansion was phenomenally successful 
on the 8-bit Nintendo system as well 
as the computer, and the game 
birthed such memorable characters 
that it became a live television show 
on the Family Channel. 

The SCUMM system proved its 
further versatility in 1989 and 1990 
when it served as the foundation for 
two landmark products: Indiana Jones 
AND THE Last Crusade and Loom. The 
Indiana Jones adventure marked the 
first time LucasArts had ever used 
one of the film company’s marquee 
licenses to build a game (prior to 
this, other companies had produced 
less than sterling Indy and Star Wars 
products). Loom was the first game to 
use a musical staff as its interface. 
These were just the beginning of a 
story game dynasty. 





lucasAits Entertainment C A 
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ft t the turn of the decade, LucasArts was |LV 
achieving prominence in the combat wM 
ftJk flight sim category (Their Finest Hour; 

Mr\ The Bahle of Britain had just released hi 
1 % and Secret Weapons of the Luftwaffe k1 

was already greatly anticipated) and 
was so well-known in story games ^ 
r ^ ft that gamers began to speak of ^ 

r ft "LucasArts-style games." They ^ 

expanded their adventure game \ 

franchise with The Secret of Monkey Island ] 

adventure and its sequel, Monkey Island 2: LeChuck's 
Revenge. Both games poked fun at sexual stereotypes 
and classic swashbuckling adventures. The humor was 
fresh and such things as the misunderstood "Insert 
Disk 256" joke (the game asked you to do so, but 
there was no Disk 256 — the guys were just making fun 
of the proliferation of 5.25" floppy disks in that era's 
games) will live forever in computer game history. This 
great tradition will continue with The Curse of Monkey 
Island in 1997. 


As evidence of 
the adventure game strongpoint, 
n ... LucasArts tried a bold experiment with 
' Indiana Jones and the Fate of Atlantis. Not 
only did the game require the player to 
"earn" their interface In one segment, but it 
was probably the first game to ever adapt 
itself to the gamer's playing style. As the 
player made decisions, the game would 
morph into either puzzle-, action- or 
cooperation-dominant mode to fit the player. 
Though it might eventually have been more 
efficient to produce three separate games, the 
adventure stands as a watershed to continued 
design innovation in LucasArts' traditional 
adventure game strength. 


"Gamers bp to speak of 
Uits-stsile' games: 
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ucasArts was able to create 
successful properties, both 
original and licensed, across every 
viable platform — nimbly moving 
from one to another as windows 
of opportunity would open. In 
1993, LucasArts brought 
» computer gamers the first 
LucasArts-designed Star 
Wars computer game, X- 
'Wing, it was a tremendous 
success as the company, like George Lucas 
before them, turned their WWII combat 
sims into mesmerizing space opera. The 
methodical pace of training, the 
interweaving of campaign elements and 
fast-paced action itself led to a 
tremendous sense of being in the middle 
of a Star Wars movie. 

Rebel Assault was even more 
phenomenal. The first product for a 
brand new game engine, "INSANE" 
(INteractive Streaming ANimation 
Engine), Rebel Assault sold more than a 
million units worldwide. INSANE also 
supported the animated chase 
sequences in LucasArts' Full Throttle, a 
biker adventure that was the first 
game to use both SCUMM and 
INSANE. 

Both X-WiNG and Rebel Assault spawned 
successful sequels (Tie Fighter and Rebel 
Assault II), but Dark Forces, a first-person 
shooter with defined mission goals, 
brought the Stars Wars universe even 
more up close and personal. 

Watch for further Star Wars titles like 
Jedi Knight, Rebellion, and X-Wing vs. TIE 
Fighter in the future. They'll also publish 
games like the surprisingly different 
Afterlife, too. LucasArts has a first-person 
western shooter. Outlaws; several 
multiplayer, networkable games; and a 
Star Wars strategy game as LucasArts 
Entertainment Company continues its 
tradition of excellence. 


Global Effect 
Aces Of the 
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raderbund's Choplifter temporarily relieved us 
from the "shoot everything and win by body 
count" action games. For the first time, you 
actually tried to rescue characters on-screen 
instead of blasting 
everything in sight. 

Plus, you were 
accountable for 
your failures. Then, 

LodeRunner defined 
the platform-style arcade 
game for a while — its design 
editor function and "thinking 
person's" traps raising it 
above mere twitch and flex. 

Even when it came to 
"twitch and flex," 

Broderbund had a superstar. 

Jordan Mechner's Karateka 
was the definitive martial 
arts game for many years 
until, of course, he 
designed Prince of Persia. 

Prince of Persia had the 
smoothest animation 
ever seen. You would 
run, jump, climb, hang. 


crouch, grab, and swashbuckle through level after level 
of a palace right out of 7,007 Arabian Nights. With Prince 
OF Persia 2, Mechner refined the animation and graphics 
even further, adding a full array of traps and logic 
puzzles to further challenge gamers. Now, Mechner is 
heading in a new direction with The Last Express, a 
mystery adventure set on a certain 
famous railroad train in 
1914. Once again, it looks 
like something very special. 

Broderbund isn’t Just about 
action, though. Rand and 
Robyn Miller stunned the 
world with MYST, a fully 
rendered 3D environment 
dedicated to exploration and 
puzzle-solving. Offering an 
intriguing dilemma as the story 
unfolded and the most lavish and 
surrealistic graphics imaginable, 
MYST forged its own style and a 
position as a cultural icon. 
Broderbund doesn't settle for the 
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e in a computer make you cry? This early ad 
sked a great question, and immediately 
red the vision that set Electronic Arts apart 
re beginning. Founder Trip Hawkins knew 
mputer games could and would have an 
emotional impact on individuals and 
society. To convey this, he viewed the 
company from the start as equivalent to a 
music industry publisher and his "electronic 
artists" as the rock musicians of the future. 
Early on, EA had a new perspective which translated 
into fresh ideas — construction sets, celebrity 
"designers," affiliated label programs, modem games, 
fractal landscapes, and sports game interfaces. Even its 
subsidiaries had fresh ideas: Origin's Wing Commander 
interactive movies and first-person role-playing games 




■Y 
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like Ultima UNDERi«^)ncb,'a5^j«^la|-^llfrog's original 
Eir mimitable Syndicate 
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"god game," Populous, anj 
and Theme Park. 

EA's success formula wafalways "simple, hot and 
deep"— hot enough to attract, simple enough to play 
and deep enough to retain (and encourage repeat 
purchases). Over the years of building and distributing 
these simple, hot and deep products, EA has distributed a 
Hall of Fame wing full of developers and publishers 
including: Bethesda, Bullfrog, Dynamix, Interplay, 

Interstel, LucasArts, New World, Novalogic, Origin, SSI, 
and Three-Sixty Pacific, among others. 

Today, EA is still publishing a wide range of simple, 
hot and deep products, and expanding its influence 
into multiplayer online games. And I'll bet they still 
want to make you cry. 
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ne of the few things that's been around longer than 
CGW\s the world's oldest Independent software 
gaming company: SIrtech Software, it all started in 
1979 with an Apple li purchased for Fred Sirotek's 
resin sands business. Robert Woodhead wrote a 
simple, but effective program to figure cost 
variances In rail shipment 
widely fluctuating 
market. 


The program paid for the 
computer in an eye-biink, and as he 
wrote other business programs, 
permission was granted to use the 
company's computer for some of his 
personal projects. Norman and Robert 
Sirotek, Fred's sons, noticed the 
potential in Mr. Woodhead's programs 
and talked Fred into founding Sirtech 
Software in order to publish their first 
game, Galactic Attack. 


For its first year, Sirtech operated out of 
100 square feet. These humble beginnings 
led to the creation of the first episode of the 
award-winning Wizardry series, in 1996, 
Sirtech is still building on the famed 
Wizardry tradition with such slick 
remakes as Wizardry Gold. 


Today, with comprehensive 
worldwide distribution via alliances 
with a host of respected foreign re- 
publishers, and new types of games 
like Jagged Alliance, Druid, Deadly 
Games, Nemesis, and Shadows Over Riva, 
Sirtech Is no longer just "the Wizardry 
Company." 


A pioneer in computer software, 

Sirtech has a dynamic vision for the 
future of gaming. Upcoming releases 
such as their Internet-driven science 
fiction action strategy game and their 
new Wizardry have ambitious goals. 

Inherent in all Sirtech games is a promise of exceptional quality 
and depth of play. And they've lived up to it. 


REALMS 


av 
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company in our 

special section, Interactive Magic 
is still a company with historical 
' significance. Chartered by Robert L. 
"Bob" Pickens in 1994, the company 
gained instant industry perspective 
when "Wild Bill" Stealey's non- 
compete agreement with Spectrum 
HoloByte expired. Stealey was the 
I founder of MicroProse, the man who 
talked Sid Meier into writing 
computer games for profit as well as 
fun, the high flyer who took MicroProse public, 
and an inimitable, outspoken leader in the 
computer game industry for years. Pickens had 
years of executive experience, serving as CEO of 
\A/ashington Aluminum Company prior to starting 
Interactive Magic. 

Pickens knew business, but 
Stealey knew games — 
particularly, strategy and 
simulation. Remembering bad 
ventures in coin-op and graphic 
adventures, Stealey chuckles and 
says, "I now know the value of 
focusing on what you know best, 
especially when you have a partner 
who keeps you from doing anything 
stupid." 

The short history of Interactive Magic 
has been anything but stupid. Their first 
release played to their strength. A 
detailed helicopter simulation, Apache 
sold more than 120,000 units. The focus 
proved successful with Star Rangers, 
Capitalism and American Civil War: From 
Sumter to Appomattox , as well. In addition, 
the company has a half-dozen releases 
scheduled for the next six months: Hind, 
Harpoon Classic 97, Destiny, iM1A2 Abrams, and 
Air Warrior 11. The latter is the centerpiece of 
Interactive Magic's alliance with Kesmai and a 
key to their future online plans. 

Fast out of the gate and expected to keep 
growing. Interactive Magic is already making 
computer game history. 
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@ ce and Roger Carver founded Access Software in 
?82 in order to publish action-oriented computer 
3mes. Games like Neutral Zone, an action-space 
mbat game, and Beach Head, an arcade game where 
3U defended a beach, were the company's forte 
until the mid-SOs. Then, the company published a 
golf game called Leader Board that was to 
foreshadow the company's future success In 
computer golf games. 

This was also when Access began to experiment 
with new technologies. By 1988, a space combat game called 
Echelon offered voice command on the C-64 and shipped with 
its own custom hardware. Later, 1989's World Class Leader 
Board used RealSound, Access' proprietary sound 
technology, to offer commentary on your shots ("Looks like 
the ball's in the woods, Jim."). 

Then came Mean Streets, the first Tex Murphy game. Tex 
Murphy, a futuristic throwback to Raymond Chandler's 
hardboiled detectives, started a detective dynasty with 
Mean Streets, the first game to fulfill the promise of an 
interactive movie in this VGA game combined with 
RealSound. When Tex next appeared, in Martian 
Memorandum, he was partnered with full-motion video 
and fully-synchronized digital speech for the 
entire cast. 

Even so. 

Access wasn't 
satisfied. They 
wanted Tex to 
wander through 
3D rooms and play 
scenes with even 
smoother video. 

They even added 
well-known 
professional actors 
to enhance the movie 
idea. As a result. 

Under A Killing Moon 
was phenomenally 
successful, and nearly 
universally acclaimed. 

Now, Tex Murphy has 
returned in The Pandora 
Directive — the best, but 
certainly not the last Tex 
Murphy adventure. 








-JL 
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to let go of their 

JL successful golf series, either. To move 
beyond World Class Leader Board, the 
company sent out teams to 
W \ photograph and measure actual golf 
■ % courses. The design team 

conscientiously rendered full 3D 
m contoured terrain in full 256 

M % color VGA graphics. They filmed 

f ^ and digitized golfers swinging 

various clubs and rotoscoped these golfers 
Into the game. They recorded both the 
ambient sounds at various courses and the 
active sounds of club and bail. The results 
were phenomenal. Links went right to the 
top of the sales "Leader Board" and 
threatened never to come down. 

Even the course disks for Links were big 
hits. Firestone, Bountiful, Bay Hill, Pinehurst, 
Dorado Beach and Barton Creek were all 
popular for Links players. Real golfers 
loved the chance to play famous 
courses on the computer which were 
restricted to them in real life, and 
couldn't believe the realism. 

Then, in late 1992, Links 386 Pro 
did the impossible. The designers 
offered SVGA graphics, nine 
different viewing windows, extra 
bookkeeping of statistics, 
upgraded sounds, and faster 
redraw after each shot. It also 
offered the option of a female 
golfer for the first time in the 
series. Plus, it was backward* 
compatible with all of the 
Links course disks. 

Amazingly, enough. Access 
still isn't finished. Links LS 
offers better graphics, 3D 

-- stereo sound, modem or 

network play, swing 
animation of Arnold Palmer, 
and VR tours of famous clubhouses via 
the Under A Killing Moon technology. And 
somehow, we think there are more 
surprises along the way. 


Xsrsf 
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' here is a familiar name in the credits for this 
summer's hottest film, Independance Day. Chris 
'Weaver is the CEO of Bethesda. Not only does Weaver 
, have a Ph.D. in Physics, qualifying him to serve as 
advisor, but he is working with the special effects 
'geniuses behind Independance Day on a game to be 
called Tenth Planet — a game that reverses an industry 
, trend for space combat sims in that the spaceships 
[ actually look better instead of having pixelating 
f textures as you get closer to them. Why? 

* Because that reflects "reality" 
and at Bethesda, folks from 
the CEO down, are 
scrupulous about reality. 

If ever a game publisher has 
been consistently 
underestimated, it has been 
Bethesda Softworks. From 
Gridiron, its physics-based 
football title on the Amiga, 
through its innovative overhead 
playing view in the original Wayne 
Gretzky Hockey to its X-Car game 
of prototype high-performance 
cars, Bethesda has had a 
commitment to "getting the model 
right." 

Bethesda is committed to getting 
the model right in role-playing, too. 

The Elder Scrolls: Arena (with its bold 
advertisement pictured here) 
introduced a vast and potentially rich 
role-playing universe. Its designers 
weren't happy with it. They wanted 
deeper character interaction, more 
verisimilitude in terms of accountability 
and reputation, and more realism in 
terms of 3D terrain and its effect on 
characters. The sequel. The Elder Scrolls: 

Daggerfall, delivers just that. And in terms 
of a realistic game world? They're still 
showing their commitment to realism as 
they've imported Dr. Ken Maynard to design 
realistic fractal landscapes for current and 
future projects. 


“(all Dut-AtBctliQil^ folks 
from tliE[[Odouia are 
smipoloos about rEarit)|: 
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Williams loved 
playing Adventure, the 
^oripinal text adventure, 
^via a primitive 
Ftelecommunications 
terminal. She loved it so 
^much that she decided to 
create her own 
adventure game. Yet, 
instead of being satisfied 
with a pure text adventure, she wondered 
what would happen if you married graphics 
to the text. She took a classic 

mystery setup like that in 
Agatha Christie's Ten 
Little Indians and put the 
gamer in the middle of a 
murder mystery. Mystery 
House was the result. Not 
only was it successful, but it 
launched both a genre, the 
graphic adventure, and a 
company, Sierra On-Line. 

Not only did Sierra and 
Roberta start the graphic 
adventure genre, but they 
continually improved it. To do so, 
they needed a showcase line — a 
product so good that it would 
herald a new breakthrough with 
every release. The product was the 
King's Quest line. Starting with the 
adventures of Sir Graham in King's 
Quest: Quest for the Crown and moving 
THROUGH King's Quest II: Romancing the 
Throne, King's Quest Ml: To Heir is Human, 
King's Quest IV: The Perils of Rosella, King's 
Quest V: Absence Makes the Heart Go Yonder!, 
and King's Quest Vi: Heir Today, Gone 
Tomorrow through King's Quest VM: The 
Princeless Bride, the series brought to life the 
first animated adventure, the first Midi 
soundtrack in an adventure game, the first 
fully parserless interface, first rotoscoped 
animation in a graphic adventure, and many 
more. Soon, the adventure continues In full 
3D with King's Quest Vlil. 
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arry Laffer, also known as Leisure Suit Larry, made his 
graphic adventure debut when Al Lowe, a mild- 
mannered music teacher and brilliant jazz 

■ musicologist/musician, decided he needed to do 
A something different (or, as Sierra once put it, they 

B ^ needed to "keep him from the impressionable youth of 

■ ^ America"). 

Leisure Suit Larry in the Land of the 
Lounge Lizards was an 
instant 

success, in spite of the 
fact that many traditional 
retailers didn't carry it. 

Sierra positioned Larry very 
carefully as a game for 
adults and even put a funny 
quiz as lock-out protection 
against underage gamers. Yet, 
the truth is that Leisure Suit 
Larry in the Land of the Lounge 
Lizards was tame by most 
entertainment industry 
standards. It was designed for 
fun, not titillation.To be sure the 
humor was ribald, but there was 
a cost to irresponsible behavior 
and, later, even redressment of 
early charges of sexism (like a 
lounge lizard wouldn't be sexist- 
right!) using a character named 
Passionate Patti. Lowe let you play 
part of the game from Patti's point 
of view In both Leisure Suit Larry Mi: 

Passionate PAni in Pursuit of the 
Pulsating Pectorals and Leisure Suit 
Larry 5: Passionate Patti Does a Little 
Undercover Work (the game which 
explains the missing Larry 4 game). 

Now, Sierra is bringing new 3D 
animation and "scratch and sniff" 
puzzles to the series with Leisure Suit 
Larry 7: Love For Sail. Expect the latest 
and greatest in computerdom's funniest 
on-going series to take us to new Lowe's. 
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Sierra 


Gaming World has 
rated it one of the Top 5 
computer games of all time. It is still 
selling in computerdom's most 
demanding genre — flight simulation — 
even though it is five years old. Its 
technology, 3SPACE, was one of the 
primary reasons that Sierra 
acquired Dynamix, Inc. in the 
first place. It was the first VGA 
flight simulation with both a decent 
frame rate and a realistic flight model. 

The game was Red Baron. Developed by 
Damon Slye, a quiet University of 
Oregon graduate who 
had honed his skills on 
3D action games like 
Arcticfox, Skyfox and 
Stellar 7. it signaled the 
beginning of a dynasty in 
combat simulation for 
Dynamix and Sierra. Aces of 
THE Pacific, Aces over Europe 
and Aces of the Deep were all 
extensions of the lessons 
learned and technologies 
developed for Red Baron. The 
planes were fragile enough to 
obey physical laws; the rotary 
engines were handled 
perfectly; the sounds were 
realistic; the 28 aircraft to be 
flown were meticulously 
modeled, and there was plenty of 
excitement whether you chose 
individual missions or played the 
campaign tour of duty. 

Now, Sierra is preparing Red 
Baron II, a game that is expected to 
be more than a cosmetic makeover 
of the original masterpiece, more 
than a graphic upgrade. Using faster 
processors to provide more detailed 
graphics and higher frame rate. Red 
Baron II expects to dominate the 
category for yet another five years. 
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he stagecoach is gone at Mindscape. The frontier 
symbol which once graced the company's logo has 
been superceded by a topographical representation of 
imaginative frontiers. Once, the stagecoach was 
appropriate, since the history of Mindscape is one of 
' pioneers taking different paths to reach the same 
unsettled territory. First, Walt Bilofsky built a 
chess game (MvChess) and adapted The 
Original Adventure text game for the Heathkit 
computer. He founded The Software Toolworks in 
1980. Then, textbook publisher Scott, Foresman 
and Company founded the original Mindscape in 1983 
to make inroads on the educational market. 

In contrast, Les Crane was a legitimate celebrity — 
creating the "Top 40" format for radio, host of TV's The 
Les Crane Show (mentioned in Good Morning, 

Vietnam), and Grammy winner for the song/poem. 

Desiderata, in the 'GOs. He founded Software Country 
in 1984, marketing original titles and, in 1985, the 
first "value pack," Software Golden Oldies, Vol. 1. 

Then, with the help of Bilofsky and current General 
Manager Mike Duffy, he published the first in the 
most successful chess series of all time. The 
Chessmasteh 2000. The collaboration was smooth 
enough on The Chessmaster 2000 that Software 
Country and Software 
Toolworks merged in 1986. 

One year later, Mindscape 
underwent a change when John 
Purcell and Roger Buoy bought 
it to make it an entertainment 
software company. MIndscape's 
early hits included: Balance oe 
Power, Paperboy, Superstar Ice 
Hockey, Deja Vu and some 
Lucasfilm movie licenses. 

The pioneers hadn't all come 
together, but they were moving 
in the same direction. 
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oftware Toolworks was on a roll, 
delivering another franchise 
product in 1987, Mavis Beacon 
Teaches Typing. This gave Crane 
the confidence to go public. In 
1 988, Software Toolworks 
became the first 
entertainment software 
company to be publicly 
traded. Some of the new capital 
, was used to acquire Intellicreations, 
publisher of Alternate Reality, The Hunt for 
Red October, and Bruce Lee. 

The original Mindscape, however, was not 
as healthy. Mindscape overextended itself 
during the peak of the Nintendo 8-bit 
phenomenon, focusing on such products as 
the very successful Paperboy. But the NES 
craze was slowing down. So, in 1990, 
Toolworks acquired Mindscape. The good 
relationship with Nintendo carried into 
the new company and products like Mario 
Is Missing began to appear. 

Now, the industry pioneers were 
together, but in 1994, Software 
Toolworks was itself acquired by the 
U.K. conglomerate, Pearson pic. Then, 
Toolworks acquired Atreid Concept S.A. 
(now, Mindscape Bordeaux) and 
industry pioneer. Strategic 
Simulations, Inc. The company was 
renamed Mindscape, and headed 
into new frontiers. 

In 199S, Mindscape was a leading 
publisher on the Windows '95 platform. 
Al Unser, Jr. Arcade Racing, Su-27 Flanker, and 
Warhammer: Shadow of the Horned Rat each 
showed off the new OS in different ways. 

This expertise should pay big dividends in 
this year’s Chessniaster 5000, Azreal's Tear, 
MegaRace 2 and Necrodome, as well as 1997's 
new Mindscape Sports Authority games 
(Aaron vs. Ruth All-Time Superstars Baseball 
AND NCAA Basketball: Final Four 97), 
Warhammer sequel and potential role-playing 
blockbuster. Dark Earth. 

The stagecoach is gone, but Mindscape is 
still pioneering. 
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rom its Inception in 1982, 
Spectrum HoloByte has been 
synonymous with simulation. 
Gilman Louie, had previously 
published a command 
simulation of a Star TreJr-like 
spaceship, and joined with co- 
founder Phil Adam to create a 
company that would eventually 
publish the Falcon line; develop 
flight sim software for military 
contractor Perceptronics; import 
European flight sim hits such as Flight 
OF THE Intruder and Tornado; publish a 
realistic WWII submarine sim, Gato; 
release a simple, accessible PT-boat 
sim; and build a realistic M-l tank 
simulation based on subcontracting 
work with SimNet (the military's 
massive training simulation). 

By acquiring IWicroProse Software 
in 1993, Spectrum further 
established its position as the 
simulation leader. MicroProse had ..v 

its own combat flight superstar in 
the F-1 5 Strike Eagle line and had 
experienced success with 
F-19 Stealth Fighter (eventually F117A 
Stealth Fighter) and Gunship/Gunship 
2000. Plus, they were preparing to 
expand it with 1942: Pacific Air War. 

The rich got richer. 

In addition, MicroProse had an entire 
line of successful strategy games in Sid 
Meier's Railroad Tycoon and Sid Meier's 
Civilization. Purchasing MicroProse gave 
Spectrum immediate credibility in the strategy 
arena, credibility they would enhance by 
purchasing SimTex Software (developers of 
Master of Orion and Master of Magic) In 1995 and 
signing an agreement with FASA Corporation to 
develop titles based on BattleTech, MechWarrior 
and Shadowrun properties. 

Today, new and upcoming releases such as Sid 
Meier's Civilization II, Master of Orion II, Agents of 
Justice and 1997's real-time BahleTech strategy game 
are likely to make Spectrum HoloByte as 
synonymous with strategy as it is with simulation. 
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. or years, Interplay Productions put 
the "story" in computer games. It 
was founded in 1983 to develop 
such story-based games as the text 
adventure, Demon's Forge, and the 
ground-breaking role-playing series. 
The Bard's Tale. Interplay published story 
games because they were the types of 
games that the gamers who formed the 
company wanted to play. So, whether the 
games were based on original stories such 
as the award-winning Wasteland and Dragon Wars 
or licensed properties such as William Gibson's 
Neuromancer, J.R.R. Tolkien's Lord of the Rings, or 
the original Star Trek series. Interplay has usually 
managed to find a new technological or design 
wrinkle for each new game. Today, the company is 
a publisher of story-based games such as last 
year's Readers' Choice RPG, Stonekeep, and the 
upcoming GURPS: Fallout (based on Steve 
Jackson's pen and paper game system), but it is 
much more. 

In 1988, Interplay saw an opportunity in the 
Chess market. They wanted to make the interactive 
equivalent of a Franklin Mint collectible chess set. 
They scored high with the best-selling strategy 
series, BAmE Chess. Then, as almost a bellwether of 
the computer game industry. Interplay began to 
lead out in new areas: European imports, OEM 
bundling deals for the entire industry, Macintosh 
marketing through the MacPIay line, the short- 
lived full-motion video revolution, and, most 
importantly, anticipated the unprecedented 
interest in multiplayer online gaming by 
introducing Descent and starting to build the 
backbone to the Engage! network over three years 
ago. That's foresight! 
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Duke Nukem 3D-CD 
Dungeon Master 2-CO 
Eartnselge 2-CD 
EF2000-CD 
Fantasy General-CD 
Front LInes-CD 
Front Page FB '96-CD 
Full Throttle-CD 


$25 Fury 3-CD 
IS FX Fighter-CD 
9 Gabriel KnIgM 2-CD 
IS Gr. Naval Bttles4-CD 

13 Jagged Alliance-CD 
29 King's Quest 7-CO 

19 Leg. olKyrandla 3-CD 
34 Leis. Suit Larry 6-CD 

14 Lords olMIdnighl-CD 

15 LostEden-CD 

ID Machiavllf/Prince-CD 
19 MechwarriDr2-CD 
32 Menzobeiranzan-CD 
29 Mysl-CD 

34 Nasear RacIng-CD 

35 Need lor Speed-CD 
29 Orion ConspIracy-CD 

32 Phantasmagorla-CD 
8 Police Quest 4 
29 Police Quest 5-CD 
29 Power House-CD 


19 Ravenlon2-cd 
29 Rebel Assault 2-CD 
IS RedBaron-CD 
32 Re1enlless-CD 
29 Rlpper-CD 
34 RIsSRuleAnc.Emp-CD 
10 RmnceolB King. 4-CD 
25 Stiannara-CD 
19 Shivers-CD 


S25 SilenIHunler-CO $34 
15 Silent Steel-CO 33 
35 Sim City 200D-C0 24 

25 SlmTower-CD 27 

19 Space Bucks-CD 25 
17 Space Quest 6-CD 27 
ID Star Trek Fin. Unlly-CD 24 
19 SlarTraklnleiactive-CO 22 

24 Star Wars Chess-CO 19 

14 Steel Pantliers-CD 32 

12 Slonekaep-CD 24 

15 Strike Commander 10 

34 TFX-CD 19 

17 TheDIg-CD 32 

26 Thunderscape-CO 19 

29 Tie Fighter IS 

33 Tie Fightr Coll. Ed.-CD 34 
IS TonyLaiussaB63-C0 24 
IS TopGun/FIrealWIII-CO 29 
22 Torin's Passage-CD 33 
15 Trophy Bass-CD 33 
32 U.S. Navy Ffghters-CD 28 
15 Ultima 8: Pagan 19 
29 Under Killing Moon-CD 14 
17 V(orVlG.:ViclryPk-CO 25 

25 Warcialt-CD 25 

25 Warcraft2-CD 33 

9 Wing Commander 3-CD 19 
IS Wing Commander 4-CO 35 

35 Wllchhaven-CD 18 

29 Zone Raldeis-CD 19 
29 Zoik Nemisis-CD 35 
19 CALL FOR MORE TITUS 
25 CURRENTLY mSTOCKI 
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Free Software 

with every purchase!' 


Call 1-800-864-8334 
for great prices on your 
favorite games 
reviev/ed in this iwBa 
month's issue of 
Computer 


Call us now for a FREE catalog! 

1 * 800 * 864»8334 

1*800*UNITED4 


Gaming World . 


U Louvre: This Interoctive tour o! the More Top 
world renowned orl museum show- Products! 
cases ils remotltable orchilectuoi & Le Louvre 
orfislic evolution over eight centuries. 48048 

Pink Panther: The Pink Panther has '''" 52^330 

just received his lotest assignment & Choice 
it's going lo lake some undercover $ 4> A 
work. Peotures oudio tracks, web * 
linb A hours 0 ! gomeploy. BMG Interacfive 


I Woodstock Vision: Experience the Groat Now 


dreams ol a generation through the olh- Products! 
ciol photographer of the Woodstock Woodstock 
music festival, then create your own by 53567 ^ a a 
customizing this inleraclive collection. Jt O 

BaIDIES: Move Over Yul Bryrnerl Its 53566 * ^ 
the oction strategy choltenge ihot * j J 

leaves its toupee ol borne. With levels, Panasonic 
worlds, weapons A domeheods galore, /nferocftve 


Panasonic. 


Command & Conquer Red Alert: in this Commond a 3 Great Titles 


Conquer version of WWII, Nazis never come to power A Red Alert 
WWiI becomes a battle between Allied A Soviet forces. 53328 
Z Combat Simulation: Command your squadron of 2 combat 

robots into enemy territory A try to capture all of the 50279 

CircfcolE 

Circle of Blood: You must discover the idemity of an 531 37 

assassin, recover o monuscripl written by the tegendory 

Knights Templor A uncover its mysticol secrets. Virgi$ 


by Sega 

Everyone's fovorite 
hedgehog bottles Dr. 
Robotnik in a toce to 
save the Princess Solly 
A retrieve the lime 
stones. 


49921 


Power 2 Puy 

by Software Labs 
Designed lo solve oil 
the problems ol run- 
ning DOS gomes in 
Windows-lrom memory 
monagement to recon- 
(igurotions. ^ 

53168 *21 


Word Piay Swa or Word Puy Museum 

Artist Harold Feist hos creeled beoutiful ChOK© 
graphics A animolion while multimedia clues Space 
captivate children os they learn language 53147 

skills. Developed to cater to a voriely ol lotv Museum 
guage proficiency levels enabling children to 
begin at the level ol word recognition A Only 4 
advance to developing spelling skills. ' ^ 


by Cyberdreams 
Femme Fotoles, corrupt 
officiols A colbus cops ' 
inhabit the underworld of . 
1940's L.A, Sort through I 
dues A deception to sol^ I 
themurderolocolleogue. ' 


53260 


Dan Marino J' 
53619rj 
Steve Young (I 
53623.' 

Delon Sanders Ij 

53620 [1 
Emmitt Smith I 
536171! 


MCVU Tom™ NFl CibiCards 

1*^ ■ " Topps^“ NFL CybrCords ore ihe CD-ROMs that loke you inside the 
gome (or a look at your favorite stors-like you've never seen them 
before. There ore 28 CybrCords in all A each one features a different 
FROM Nfk slof- Only CybrCords can show you a player's entire seoson, put 
you on the sidelines with live oction, live sound clips Irom NFL films. 
Take you inside the huddle with heimeted mike footage. Open up the 
playbooks with cholkboord diogroms. Give you expert cooch- 
X R D ! ing analysis. Check out every stat imaginable. ..ond more. On 


NCAA Championship 


i. Baskhrall 


While supplies test. All prices In (J.S. dollars. Shipping 


48253 48251 

GTE Entertainment 


PoaHor Cton/Iro it1Q4 


Forest Friends Reading 
Club 

BiiaR 

Larry Neison 

Ihteractive Golf 


Lords of Tanirazz 

by Allanlean 

Simpson's Cartoon Studio 

fay 20/b Cent Fox 

by IBM 

Introduce your children 


by Arch Publishing 
All golfers, whether 


Join lolented super-ogent 
Veronica Collohon on o . 

^^nrJxlrl^Sic™ 

lo lovable forest chorac- 


novice or pro, will find 

nBe/JZlLM". Ml 


■ L >Jtr*WWalM~f!msina trom over JO 

ters while helping them 

voluoble information lo 



fc^wSC^SffiT^^TnnTqrounds, props, 

develop primory level 

usime ^ 

take strokes off their 



dreds of sounds A voices. 

reading A writing skills. 

1 hddiyi i 

game from tee toqreen. 

EaLMiipMiM 


52353 


53781 ^27 


48532 

^33 



SPAC 

— 0 

baBI 

MUSEUM tcsstai- 


IN THE WAR OF THE GAMING MACHINES, 
THERE WILL BE NEW ENEMIES 
THAT DO NOT KNOW HOW 
TO PLAY THE GAME... 



“It’s top-notch performance is key, but you'll 
also appreciate the MACH V’s little extras.” 

- PC'Games - Rating: A 


“I guess the thing that strikes people first about the 
MACH V is how bleedin’ fast it is.” 

- PC Gamer 


“In terms of raw performance, the MACH V easily 
bested the other systems in our roundup, it 
surpassed the other systems in every benchmark.” 
- Computer Gaming World 


“Best Hardware of the Year” [1995] 
- Computer Game Review 


‘iThe MACH’V may cost a bit more than other systems, 
but hard-core gamers will find it worth the investment.” 
- PC Magazine - 4/4 stars 


FALCON NORTHWEST 


“The system's performance was nothing short of excellent, chewing 
through every benchmarking program thrown at it, scoring an overall 
average' of 20% better performance than a similarly equipped Gateway 2000” 
- Next Genera^on 


COMPUTER SYSTEMS 



...AND FALCONS WILL FLY 
OVER THEIR BROKEN HULLS. 


GET FAST... 

^ ^ . OR GET PUT OF TH E WAY 


CALL TOLL FREE; 

1-888-FALCON-1 

or 1-800-258- 6778 


http://www.faloon-nw.com 


The MACH V - 1 66 MHz system for $2,995: 

Intel Pentium® 1 66 MHz Processor 
256K of 8ns burst cache - expandable to 51 2K 
64 bit PCI 3D accelerator with 2 megs EDO RAM 
16 Megabytes of 60ns EDO RAM expandable to 128 
1.68 gigabyte 10ms mode 4 Enhanced IDE hard drive 
8 speed CD-ROM drive - 1 30ms access time 
Creative Labs SoundBlaster 16^“ 

Altec Lansing 'Satellite/subwoofer speaker system 
CH Products Fllghtstick PRO™ & high-speed dual 
gameports 

CTX 15" digital SVGA monitor, .28dp, flatscreen 
104 key Windows ready keyboard with wrist rest 
Microsoft Mouse™ 

WINDOWS 95™ pre-installed and configured 
One year parts & laborwarranty including one year 
on-site service 



The MACH V - 200 MHz system for $3,495: 


Intel Pentium® 200 MHz Processor 
Active refrigeration cooling system 
512K of 8ns burst cache 
64 bit PCI 3D accelerator with 2 megs EDO RAM 
16 Megabytes of 60ns EDO RAM expandable to 128 
2.1 gigabyte 10ms mode 4 Enhanced IDE hard drive 
8 speed CD-ROM drive - 1 30ms access time 
Creative Labs SoundBlaster 1 6™ 

Altec Lansing sateliite/subwoofer speaker system 
CH Products Fllghtstick PRO™ & high-speed dual gameports 
CTX 15“ digital SVGA monitor, .■28dp, flatscreen 
1 04 key Windows 95™ ready keyboard with wrist rest 
Microsoft Mouse™ . 

WINDOWS 95™ pre-instailed and configured 

One year parts & labor warranty including one year on-site service 

AIL of our systems are custom built. Many options are available. 
For more information, please call or visit our web site. 
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y R&G GAMES S 

PO BOX 5008 Glondalo Hts, IL 60139 
We Buy s Sell New s Used IBM Games & Hintbooks 
Top Dollar paid for newer games. Cal first for quotes 
Oieckor 10% more for credit usualy pnxessed in just 1-2 
days.. Many more games in stock cal for prices: 


“Used Games*** 


Jewels Oracle CO 

$29 

3D Ullfa Pinbal CO 

$30 

Mechwarrior 2 CO 

$32 

llt-HourCO 

$29 

MystCO 

$26 

Alied General CO 

$30 

Nascar Racing CO 

$28 

Anvil of Dawn CO 

$26 

Phantasmagoria 

$32 

Apache CO 

$34 

Polce Quest 5 CO 

$30 

Ascendancy CO 

$26 

Shivers CO 

$30 

Beavis & Bullhead 

$28 

Space Quest 6 

$32 

Caesar 2 CO 

$32 

^lacebucks CO 

$32 

Qviization 2 CD 

$36 

Slonekeep CO 

$30 

Oomnd&ODnquer 

$36 

Terra Nova CO 

$33 

Conqueror 1086 CO 

$29 

Tie Fighter 

$20 

Cyberia2CO 

$32 

Top Gun CD 

$31 

Dark Forces CO 

$26 

Torin Passage CO 

$30 

The Dig CO 

$33 

Warcraft 2 CO 

$35 

Doom 2 CO 

$28 

Wilchaven 2 CO 

$32 

Dragon Lore CO 

$20 

Wing Comdr 4 CO 

$41 

EF2000CO 

$33 

X-Wing Col CO 

$35 

Earlhsiege CO 

$29 

Zork Nemesis CO 

$36 

Earthsiege 2 CO 

$36 

****New Games**** 


Frt Pg Sp Ftbt 96 

$36 

ATF CD 

$39 

FulThfollleCO 

$29 

AHerlfe CO 

$40 

FX Fighter CO 

$20 

QviSzalion 2 CO 

$42 

Gabriel Knight 2 

$33 

Comand & Conquer 

$42 

The Hive CO 

$29 

Final Doom CO 

$43 

Indy Car Rac 2 CO 

$33 

Warcr8ri2CO 

$42 


For quotes or to order Cal 91-800-525-GAME 
Free UPS Shipping with purchase of $75 or more 
Visa, MC, Discover. Am Exp, Cashier Check, Money Order aceoplod 
9am-9prn Mcm-Fri Shipping UPS J5, Ovorixghl $9 COD $10 
AB gstiui muil hne odplnxt ba>«s. dirts S maeuaU (NO COPES) in good 
condition, woitino. coirplele t vims Iree. Any unacceptoble games Nil bo 
relumed at your enpense J5 ups per box. Prices Subject to change 8 Availability. 
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BRE Software 


FREE Shipping 


FAX (209) 432-2599 1 FAX6ACK Info Syslem (209) 432-2644 .call (BOO) 347-6760. Send Money Order , 
E-Mail: BRESWSAOL.COM | hllp://www.cybergale.com/bre | orders to the address below. 


Turn your old CD-ROMs into CASH!!! 


Absofulo Zero 


29.95/12.00 

From Page Spons 


Apache 

Asc^arvey 

Baibe Arena Toshinden 

Biolcrge 

Buried In Time 

Chronicles d the Sword 

Close Cofflbai 
Cdoriaaljan 
Command and Ccxrquer 
Command and Conquer 
Coven Missions 
Imsader. No Remorse 
Cybena2 
Cybermage 


24.95)10.00 
24.95/10 00 
2995/14.00 
es ol Might and Magic 29.95/MOO 


TopGun 29.9^1400 

Total Mayham J4 95/15.00 

US. Navy Fighleis Gold 29.95/14.00 
Virtual Pool 29.95/14 00 


Dark Forces 

Descsni 

Descenl2 


Dungeon Mas 
Eaithsiege 2 


' Call foP. 



Titles Not .^i 


j 


29.95/12 00 
19.95/10.00 
24.95/1200 
24.95/12.00 
34.95/15.00 
DS9 Harbinger 29.95/14.00 
24.95/12.00 

ainre 29.9S/15.00 

Terminator Future Shock 29.95/15.00 
Tie Fighter Colledors CO 29.95/15.00 
Time Commando 29.95/14.00 


like to order on ihs same piece ol paper 
3 Pack your games and paperwork in 


Send your games lo: 

BRE Software 

Dept CGW11 

352 W. Bedford Suite 104 
Fresno, CA 93711 


Call for FREE Catalog (800) 347-6760 


!t include origma 


shipping, add $9. Calil, les. add 7.75% lax. When sellling bar* PC CO-i^OMs, all flu 

instructions. Any unacceptable/damaged games will be relumed at your expense (S5 minimum), t 
refuse any sale or purchase. Prices in this ad good through 11/30/96. To receive prices in Ihis ad you must include thi 
»' Irom this ad on the OUTSIDE of your package. II we do not receive yourpachago by 11/30/96 or your game titles; 
listed in Ihis ad, you will be paid from our current catalog. All games are suOjecI to evailabllity. 
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11^ 21 & Ovfer 


NovSt^tti^ & 4 
indy Car Racing 2 ^ ^ 
Island Peril 
jeopardy 


Lode Runer 
Master of Magic ' v 
Mech Warrior 2 
NBA Jam 
NBA Live '96 
Need for Speed 
Phontasmogorio 
Quake 

Quarterback Club '96 
RebelAssault 2 
Riddles of Master lu 
S.W,A.T. 

Space Bucks 
Spy Craft 
System Shock 
Terminol Velocity .- 
Time Commando 
Triple Ploy '97 
Warcraft? 

Wheel of Fortune 
Wing Commander 3 
Wm Wrestlemania ' 
Zork Nemosis S ^ 


Aliens P 

Angd Devoid 
Anvil of Dawn 
ATF 

Beast Within 
Caesorll 
Chronomaster 
Civilization II 
Conquest ofUew World 
Cybermoge 
Cyberstorm 
Darkseed Ij- 
Duke Nukem'Sd 
Dung^§on Master 11 


^MUSTW2J TOmPlR^lT CDS 


D„irmjlachme.2 

^ HUNDREDS Of TITLES IN STOCK ' ' 
CATALOGS & DEALER'S LISTINGS AVAIUBLE 
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Board Games 

CHIPS & BITS INC. 





‘EMPIRE 
BUILDER' 
Rediscover a 
modern Amer- 
ican classic 
with two Amer- 
ican loves, rail- 
roads and cold, 
hard cash. Like 
creating a real 
estate monop- 
oly. build a 
railroad em- 
pire. $25 



‘PRO BASEBAU.’ Haven't you ever wanted to be in 
the dugout. managing a reaJ Big League team? You 
decide when to yank your starter, send up a pinch 
hitter or bench your slumping superstar! $25 


“SPACE HULK In tiie depths of space, vast derelict 
space crall drift ever closer tov/ard the Imperium. These 
space hulks harbour the terrible menace of the 
Genestenlers whose only purpose is lodestrr^. $50 






THE HOBBIT is 
a fun. fast mov- 
ing fantasy board 
game based on 
J.R.R. Tolkien's 
classic best 
seller. Designed 
for 2-4 players 
and playable In 
1-2 hours, II Is 
an ideal choice 
for an ev- 
ening's enler- 
talnment. $29 


'FEDERATION & 
EMPIRE" Set In 
I*!® universe 
. . / of Star Fleet 

i/.a Battles, the 

'''' Grand Alliance 

battles the 
'Z Coatilion for 

1 * ) . control ol the 

pj y,K 2 piece 

M ' lull color map. 

*V ‘a 80 page fyi*® 

, ■ and scenario 


DETROIT * CtE VEI L AMD ' 


‘DETROIT CIEVBAND GRAND PRDC Eigrerience the 
Ihril of car racing in your own living room, choose from 
the Detroit of Ceveland Grand Pitr race tracks and vie 
vrith other players to cross the finish line tirst! $19 


•r* 3050 combat, 

, '» / ' tanlains; Rule- 

book and record 
sheets, two 18 by 
• > 22 lull color map- 

t,yX. sheets, 16 

unpainted plas- 

'.I tic miniatures. 2 

. sheets of full color 



counters and 1 

1 lion, but when the comp 

luters get boi 

,ed,.rt» I 

more. $19 I 

1 what happens. 


$33 1 



'EMPIRES IN 
ARMS' is a 
game covering 
the major ele- 
ments of diplo- 
macy and war- 
fare during the 
Napoleonic 
Wars of 1605- 
1815. You are 
the absolute 
monarch of a 
major European 
power. $27 


WtClEHT 

J Battles Anc. World S21 

Alexander at Tyre SIB 

Alexanders Generals S33 

AndenI Empires $2S 

Ban Alex Mod Diadoch S15 

Battles ot Alexander $33 

Emperors First Batlls 525 

Samurai S37 

Siece ol Jerusalem S27 

AMERICAN REVOLUTION 
Give Me liberty S22 

Rebels S Redcoats i S25 

Rebels & Redcoats 2 S2S 

Waroll8l2 S22 

CIVIL WAR 

1862 CivitWarOuaa S23 

186J Year ol Decision S29 

Across 5 Aprils S23 

Aniieiam Campaign S25 

Aprils Harvest $24 

Array Heartland S36 

Bloorlsl Oay Antietam S2S 
Blue & Gray $25 

Bobby Lee Amei CW S37 

Campaigns ChnI War $19 

Chanceiiorsville $34 

Gettysburg 3 Days July $39 
Glory $30 

Here Come the Rebels $23 
In Their Quiet Fields $22 

Lee Tales Command $22 

Longstreel's Assault $22 

No Seller Place Die 
Raid on Rrchmond 
Roads 10 Genysburg $24 

Sam Grant 
' Stonewall In Valley 
: War lor tne Union $29 


■ BOARD GAMES I 

1 BOARD GAMES I 

1 BOARD GAMES I 

1 BOARD GAMES I 

1 ROARD GAMES I 

1 BOARDGAMES ■ 

FANTASY 


MEDIEVAL 


NAPOLEONIC 


SCIENCE FICTION 

STRATEGY 


WORLD WAR II 


Challenge Lion lord 

$25 

Ageol Chivalry 2 

$27 

Ausleililz 

$25 

2038 

$34 

Advanced Civilization 

$25 

12 O'clock High 

523 

Dark Blades 

$25 

Crossbows S Canons 2S33 

Battle Dresden 1813 

525 

Alpha Omega 

$19 

Biackbeaid 

$27 

1944 Second Front 

$29 

Dragon Lords 

S29 

Crusades II 

$26 

Bailies Waterloo 

$33 

AwtuI Green Things OS $17 

Britannia 

$19 

AWinterWar 

S29 

DragonhunI 

S19 

Cry Havoc 

$25 

Battles lor Empires 

$32 

Baniespace 

$19 

Civilizalion 

$29 

Aachen 

S23 

Dungeon 

$16 

Henry V 

$28 

Eagle Empire Borodino $29 

Battlelech 4tn Ed. 

$19 

Colonial Diplomacy 

$42 

Advanced Squad Ldr 

S38 

Hobbit Advenluie 

$29 

Ironsides 

$28 

Emperors ol Europe 

$33 

Banietech Omnlmech 

$9 

Deluxe Diplomacy 

$42 

ASL Mod Jatkosota 

$10 

King Afihui Knights 

$30 

Ouliemere 

$25 

Empires in Arms 

$27 

Citytech 

$25 

Enemy in Sighl 

$12 

ASL Solo Rules 

$29 

Magic Realm 

$23 

Richard the Liontieart 

$30 

field Command 

$30 

Car Wars Deluxe 

$21 

Feudal 

$18 

Advanced Third Reich 

$38 

Merlin 

$28 

Samurai Blades 

$22 

La Bata Mnt StJnOIx 

$62 

Cdsmic Encounler 

$29 

Flonda 

$22 

Atiika Kdips 

SIS 

Titan 

$23 

Siege 

$22 

La Batad'Espagnol 

$40 

Cutler Tek 

$12 

Guenila 

$17 

Ambush 

S24 

Warhammer Fantasy 

SSO 

Viking Raiders 

$25 

La Bata de MSI. Jean 

$29 

Feder Empire Can War 

$17 

Hisloiyoflhe World 

$27 

Anzio 

SI9 

' Warhammer Quest 

$50 

MODERN 


La Bata du Nonl 

$33 

Feder Empire Spec Opi 

i $9 

Kingmaker 

$19 

Axis & Allies 

S33 

' Wizards Quest 

$17 

2nd Fleet 

$24 

Napoleon Waterloo Cir 

I0S27 

Fedralion & Empire DIx $36 

Kremlin 

$14 

Axis 6 Allies Max Adv 

SIO 

Xanth 

$21 

3rd Fleet 

$27 

Napoleon on Danube 

SI9 

Fury ol Clansmen 

$29 

Lords ol Sierra Madte 

$34 

Axis & Allies Mid East 

$16 

LEISUHE/FAMILY 

6tn Fleet 

$23 

Napoleon's Last Bailie 

$25 

Gateway lo the Stars 

$22 

Macniovelli 

$29 

Axis & Ally WVV2 Exp 

S14 

Alibi 

$9 

7th Fleet 

$27 

Napoleonic Wars 

$31 

Hacker 2 

$16 

Maharaja 

$23 

B-17 

$18 

Assassin 

$15 

Across the Suez 

$13 

Napoleons Leipzig 

$22 

InlerstellatWars 

$19 

Pax Bnlannica 

S1B 

Balkan Front 

$26 

Auction 

$14 

Aegean Strike 

$19 

The Eagles Turn East 

$39 

Kill Zone 

$21 

Republic ol Rome 

$29 

Battle ol Ihe Bulge 

$18 

Ball 

$S 

Attack Sub 

$19 

The Emperor Returns 

$28 

Merchant ol Venus 

$25 

Risk 

$27 

Bailie over Britain 

$21 

Candidate 

$19 

Back to liai] 

$18 

Valmy loWaleiloo 

$30 

Necromunda 

$44 

The New Acquire 

$25 

Black Wednesday 

S32 

Circus Maximus 

$11 

Central America 

SI9 

ViclDiy atWaleiloo 

$21 

OgieMimaluies 

$13 

Wc ihe People 

S29 

Bidzkrieg In Soulh 

529 

Class Struggle 

$19 

Crisis Korea 1995 . 

$29 

War & Peace 

$21 

Roadkill 

$19 

VIETNAM / KOREA 

Blood 8 Thunder 

$30 

Dilemmas 

$8 

Crisis Sinai 1973 

$25 

War to Ihe Death 

$21 

Silent Death 

$42 

Battles Forgotten War 

$36 

Bodyguard Overlord 

$29 

Escape from Colditz 

$35 

Firepower 

$23 

Wooden Ships Iron Uen$l9 

Space Hulk 

SSO 

Platoon 

SIS 

Briain Stands Alone 

$23 

Facts in Five 

$16 

Flashpoini: Golan 

$29 

RAILROAD 


Space Marne 

$50 

Rolling Thunder 

$22 

Carrier 

$27 

Gangsters 

$23 

Flight Leader 

$21 

1830 RR S Rbbr BaronsS20 

Star Fleet Batlles 

$25 

Silver Bayonetle 

$15 

Carrier War 

$25 

Grand Prix 

$19 

Gull SInke 

$29 

1870 

$38 

Star Fll Ball AdvMiss 

$22 

WORLD WAR 1 


Easlem Front 2nd Ed 

$49 

Greed 

$7 

. IDF(i5f3eli Del Fore) 

$29 

Advaned Tick Tellurid 

$21 

Siaiioice Terra 

$19 

Aces High 

$24 

Eastern Front Sohlr 

$21 

Hexagony 

$9 

Light Division 

$24 

Australian Rails 

$21 

Starship Captain 

$26 

Aces ol Aces Pwrhse 

$19 

Empire ol Rising Sun 

$41 

Moonslar 

512 

Main Bailie Tank 

$24 

Colorado Rails 

$17 

Starship Troopers 

$29 

Fighi For Skies 

$21 

EuroFronI 

$29 

Outdoor Survival 

$17 

Mid-East Peace 

$16 

Empire Builder 

$25 

Stellar Conquest 

$19 

Ironclads 

$32 

Fire in the East 

$56 

Reslariiani 

$22 

Modem Naval Ban 3 

$19 

Empire Builders Mini's 

$5 

Warhammer 40K 

$50 

Ironclads Exp Set 

$30 

For Whom Bell Tolls 

S54 

Road to Whitehouse 

$25 

NATO 

$13 

Euiorails 

$25 

SPORTS 


Knighlsot the Air 

$19 

France 1944 

$12 

Robo Rally 

$33 

Phantom Leader 

S25 

Express 

511 

Pro Baseball 

$25 

Landships 

$27 

Golan lo Sinai 

$16 

Shark 

$22 

Phase Line Smash 

$22 

Great Western Railway $36 

Pro Football 

$19 

March to Viclory 

$40 

Guadalcanal 

$27 

Spices ol the World 

$18 

Speed ol Heal 

$36 

Rail Baron 

$19 

Regalia 

$19 

Richlolen'sWar 

$19 

Harpoon Box Set 

$41 

5 TV Wars 

$9 

Tac Air 

$19 

Rocky Mntn Rails 

SI3 

Win Place & Show 

$17 

Wings 

$30 

Hells Highway 

$15 

9 Word Power 

$15 

Thunderbolt Apache L 

dS24 

Tracks loTeilutide 

$42 

Wrasslin' 

$13 

Wold War One 

$11 

Hiller's War 

$15 


$22 

$19 


’SHIPPING; Priority Mail in US $2 per order, 2 Day Air $4 per order. Worldwidi 
MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 $; 
availability may change. All sales final. Each US order will include a 6 month su 


London's Burning 
Longest Day 
Lulivvalle 
Main Battle Area 
Midway 

Mustangs $17 

Over the Reich $30 

PanrerbliU 2 $25 

Rise ol Luttwalte $19 

Rommel at Bay $22 

Run Silent. Run Deep $24 
Salvo 2 $21 

Seven Seas to Viclory $2i 
Squad Leader $23 

Stalingrad Pockel 2 S28 

Slorm Ovr Arnhem Foli $12 
Third Reich $19 

Twii-ghi War $17 

Victory in Europe $14 

Volga From $17 

WW2 Pacilic Theatre $33 

WaralSea $12 

WaralSea2Kii $13 

West Front $44 

Wmler Slorm $33 

World In RamesOtx $90 

GENERAL WAR 
AirSuperiorily $9 

Alamo $15 

Blood $ Iron $25 

High Ground $22 

Quebec 1759 $22 

Texas Revolution $18 

The '45 $25 

Thirty Years War Quad $27 
Zomdorf $36 

$6 per Item. Handling S2 per shipment. Hardware orders may require additional shipping charges. Call for details. Visa, | 
ash. COD $8. Defectives replaced with same product. Most Items shipped same day. Shipping times may vary. Price / = 
n to Computer Games Strategy Plus magazine, for which $6 of the order cost will be allocated. S 

























EXPLO/IVE ''REAL-TIME^ NAVAL COMBAT! 


II the grandeur and 
pageantry of the Tall 
Ships era along with some 
bone crunching, wood 
splintering cannon shots to 
liven things upl 


COMPLEIE CAMPAICM 
CAME (1775 ■ 1820) 

EMUfT IM IHE M/«^VIEr OF 
BRITAIN, TRAIN, FRANCE, OR 
THE UNITED TTATETI 


COlHPLEIE 
fCEM/j^RIO EDITOR 

2,000 THIPT REPRETENTINC 
AU MAJOR AND MINOR 
COUNTRIET! 


lOO TCEIV/«^RIOT 

INCLUDINO THE BATTLET OF 
TRAFAICAR, CAMPERDOWN, 
CHETAPEAKE & CAPE TT. VINCENII 

PLAY HEAD TO HEAD 
VIA MODEM OR AOAIMTT 
THE COMPUTER! 



Actual PC Graphics 


eaiHEi 



Take command of the greatest sailing ships of all time! 

Most Impressive new 
company of 1996! 

PC Gamer 

Circle Reader Service tf272 

Questions? 410-933-9191 Orders only: 800-211-6504 
or order direct from our Web site www.talonsoft.com 
TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 



» Copyright 1995, 1996 TalonSoft ln< 



Role Playing Games 

800-699-4263 

CHIPS & BITS INC. ligiMii'i 

FOB 234 Dept 10786 Rochester, VT 05767 

Fax 802-767-3382 Int'i 802-767-3033 

Orders/Questions: cbis3les@sover.iiel Customer Service: Ebiserv@sover.eel 



‘CHAMPIONS 


AIRS WORLD 
BOOKTBtJUICBI 
UPRISING’ Nev/ 
types of Juicer 
O.C.CS. indudirig 
the Hyperion 
speed demon, 
and the mega 
damage Dragon 


CaUXE Super 
RPG & HERO 
system rules, 
nevr interior 


Julc^r^r 

Upi^ing; 


on the Mood of 
dragons to sus- 
tain his pov/ers). 
S16 


'CHANGUNG: THE 
DREAMING’ The 
gates of Aicadia. 
the origin^ par- 
adise. are closed 
1o us. Only the 
cities of humani- 
ty remain. 
Without any 


’AO&D FORGOT- 
TBf REALMS 
VOOS GUIDE TO 
THE DALELANOS’ 
Behold the 
nevrest, brightest 
and peiltaps best 
travel guide by Ifte 
world walking, 
all seeing Voiol 
Volo has identi- 
lied as vrorlds 
greatest Irav- 


Voto'6 Culdc CO the 

DAI 1 1 WDS 


true nature, hu- 
mankind crushes 
us beneath its 


•_ •HEAVY GEAR A 
compile easy to 
use. yet realistic 
’^1 RPG system 
^ v^ich uses the 
classic six sided 
^ detoresolvecon- 
^9 flicts. Complete 
tacdcal system 
that can either be 


’MYTHOS’ is 
Chaolium's collec- 
table card-game 
of authentic 
Lovecraftlan 
horror. It features 
smple mies vrith 
complex strate- 
gies that allouv the 
players to attempt 
to narrate a series 
of adventures 
before going 
msatte! $7.50 


STARTER UtCK 


Of irSaact smo- 
othlyvriththerole- 





Europe. $24 


FANTASY RPG ■ FANTASY RPG ■ FANTASY RPG ■ FANTASY RPG ■ HORROR RPG ■ SCI-FI RPG ■ SCi-FIRPG ■ SUPER HERO RPG 



•DOCTOR WHO 
STARTER DECK- 
Taken from the 
Doctor Who T.V. 
series, the cards 
have stunning 
computer 
enhanced 
images of the 
Doctors, the 
Daleks. the 
Cybermen, the 
toter.andTime 
Machines. $8 





'WARHAMMER 


FANTASY’ 
pl| Encounter tasci- 
[l-^* naling and dan- 
gerous people, 
mysterious 
events, andterii- 
■V tying monsters. 
Over one 100 
careers. IGOskills. 
^ a comtat system 
• ^ and 7 types at 
magic vrilh over 
^ 150«)e!is! $19 



’fiOBOTECH’ The 
Robolech RPG 
series vrill go 
beyond simply 
emulating the TV. 
shovr. You vrill 


^ the intervening 
. 9 years between 
the destruction 
W of the SOF-1 
^ and 2 and the 
v launching of the 
SDF-3. $11 


AD&D 2riD EOmON RULES 
ADSD Core Rules CD SS9 
Oungeao Master Culde $16 
Monstrous Manual $20 
Players Handbook $20 
AD&D ACCESSORIES 
Book ol Artilaols $17 
Castle Sites $11 

Castles Guido $13 
Clironomanccr $11 
Country Sites $11 

Encyclopedia Magica $20 
I. Tyrant $1S 

Priest Spell Cards $17 
Shaman $11 

Treasure Tales Sit 
Wizard Spell Cards $17 
Wizard Spell Cpndih 1 $21 
World Builder's Guide $17 
AD&DADVEHTURES 
AHerp'sTaie $li 

Dragon Mountain . $25 

Eye ol Doom $6 


ik S17 


I<SEA$7 


:1 $2S 


AO&O DARK SUN 
City by Iho Sill Sea $20 
Dark Sun Campaign $2S 
Psionic Anilacis $17 
Wanderer's Chronlole $17 
AOiDFR ACCESSORIES 
Drowol the Underdark $13 
Faiths S Avatais $18 
Heroes' Lorebook $17 
ftethorll Empire o Magc$2S 
The Seven Sisters S13 
Volo's Guide Dalelands S13 
Warriors S Priests S18 
Wizards & Pogues S13 
ADiDFRADVEKTUflES 
Might Below $25 

Ruins olZhenlll Keep $21 
Undermln Trilogy 3 $6 

Vilhon Reach $14 

AO&O FR BOXED SER 
City ol Splendors $20 
Elminstet's Ecologies $20 
Forgotten Rims Cmpgn $25 
Ruins ol Myth Otannor $17 
Rums ol Undermln 2 $21 
Spellbound In Realms $21 
AO&D FUUiESCAPE 
Campaign Setting $25 
Guide to Astral Plane $13 
Hellbound: Blood Wat $21 
On Hallowed Ground $21 
Ptanewalkei s Handbook$17 
Uncaged; Faces ol Slgii$l7 
AO&D PLAYER ACCESSORIES 
Complele Elves $15 
Compieie Humanoids $15 
Complete Ninja $15 
Player Packs EA $16 
Spells & Magic $19 


ARS MAGICA 

Adventures Value Pack $12 
Ars Magica 3rd Edition $19 
HbuseolHermes $15 

Medieval Handbook $16 

Misliidge SIO 

Mylhlc Europe $15 

Mylhic Places S9 

CASTUFALKENSTEIN 


Castle Falkenslein $19 

CommellFaut $12 

DICE POLY MEGATUBES 
Opaque Set S3 

Peailescent Set $6 

Tianspareni Set $5 

Twinkle Set $6 

DICE SPECIALTY DICE 
Critical Ole $1 

Fumble Die $1 

Hit Location Ole Si 

Weapon Ole $1 

DRAGOKIANCE FIFTH AGE 
Dragonlance Finn Age $21 


$15 


Last Tower $17 

EAflTHOAWN 

Barsalve Campaign $21 
Creatures olBarsaive SIS 
Earihdawn Companion $15 
Earlhdawn $25 

Magic: Mystic Secrets $15 
GURPS 

Besliaiy $14 

Compendium $18 

Fantasy2nd Ed. $15 
Goblins $18 

Magic 2nd Ed. $14 

Rulebook $20 


HARNMASTER 

Character Piofiles Pad $8 
GM's Guide $16 

HarnPlayer $15 

Players Guide $16 

Spell Tomes EA $6 

MERP2 




$14 


Minas Tiriin 


$21 


$14 


Souther Gondor 
Wizards Companion 
PENORAGON 
Landol Giants 
Pagan Shores 
Pendragon 4th ed. 
Savage Mountains 
ROLEMASTEF 
Alchemy Companion 
Arcane Companion 
Gamemaslers Guide 
Players Guide 


$10 


War LavzMass Combat $22 
RUNEQJEST 

Apple Lane SIO 

Gloranihan Bestiary $9 

GpdsolGlorantha $13 

LordsolTerrot $12 

River ol Cradles $17 

RuneOuesl4thEd. $19 

aCfflEALMSOFJORUNE 
Scholar! Pack $14 

Sky realms ol. 


CALL OF CTHILHU 
Arkham Unveiled Si6 

CallolClhulhu $18 

CIhuIhuLive SIS 

Encyclopdia Cthulhlana $10 


III Aslel 


$18 


CHANGEUNG 

Autumn People $11 

Changeling $21 

Nobles: Shining Host $12 
Player'sGulde $19 

Players K 


CHILL 


$14 Accessory Pack 


$12 


MAGE 


SIO 


$15 


WARHAMMER FANTASY 
Apocrypha Now! $11 

OoomstonesPI $18 

The Enemy Within VI S11 
Warhmr Fantasy 2nd $19 

ty Mall In US $2 per order, 2 Day Air $4 per order. Worldwide airmail $6 per Item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Call tor details. Visa, 
weeks. Money Orders under $200 same as cash. COO $B. Oefacllvas replaced with same product. Most items shipped same day. Shipping times may vary. Price / availability may change. All : 
mlh subscription to Computer Games Strategy Plus magazine, lot which $6 ol the order cost will be allocated. Cirrlfi Rpt^dpr Service #97 


Trsdition Books 
Ascentlon's Right HandS13 
Chantry Book SIS 

Mage 2nd Ed $21 

lAageTarolOeck $21 
Technocracy lleiation XSIO 
VAMPIRE 

Clan Books EA $10 
Hunters Hunted $10 
Storyteller's HandDook $15 
The Dark Ages $24 
Vampire 2nd Ed $24 
Vampire Players Guide $19 
WerewoR 

Axis Mundl Book SpintsSiS 
TrbeOooksEA $10 

FteakLegions $12 

Player'sGulde $15 

Projecl Twilight $11 
Storyteller s Handbook $15 
Wer«woil(2ndEO) $24 


CONSPIRACY X 
Conspiracy X $20 

GM Screen S13 

CYBERPUNK 2020 m 
Media Junky 1: Take 1 $9 
Night City Sidles $13 

Streetfighting $10 

Cyberpunk 2020 $17 

Corp. Report 2020 V. 3 $9 
Dark Metropolis SIS 

LandofthsFree SIS 

Night City Sourcebook $15 
Wheh Gravity Fails $12 

GURPS SCI-FI 

Aliens $14 

Atomic Horror $14 

Cyberpunk $14 

War Against the Chlorr $14 
HEAVY GEAR 

Badlands Sourcebook S17 
Field Guides EA $13 

GM Starter Kit $25 

Heavy Gear $25 

Taclical Air Support $17 

Technical Manual SIS 

Terra Nova Sourcebook $18 
Macross 2 

Macioss2 $11 

Sourcebook 1 $9 

Spacecrati i Deck Plans $9 
Mechwatiior 

Living Legenps $10 

Mechwariior2ndEd. $13 

Mechwarrior Cmpanion $12 


ROBOTECH 

Invid Invasion $11 

Mecha Soulhern Cross S7 
RDF Manual $7 

REF Field Guide $13 

Robotech $11 

Senimels $14 

The ZentaedI S7 

ZentraedI Breakout S9 

SHAOOWRUN 

Aztian $15 

Grlmolre2ndEd. $13 

Paranoimal Animals $11 

Prime Runners $14 

Shadowrun 2nd Ed. $20 

Seattle Sourcebook Si3 

Shadowlech $13 

Sprawl Maps S13 

Sprawl Sues One 


Tir Na Nog 


$15 


RIFTS 


CHAMPIONS 

Allen Enemies $10 

Champions $22 

Champions DIx $42 
Demons Rule $7 

High Tech Enemies $11 
Mutant File Sourcebook$11 
Zodiac Conspiracy $10 
DMK CHAMPIONS 
Dark Champions S17 
Justice, Nol Law $13 
Underworld Enemies $11 
VILLAINS & VIGILANTES 
Daredevils Bonus Pack $12 
Villlans & VIglanles $7 
V&V Boxed Sel $13 
World Bonus Pack SB 


/iluai Realities 2.0 S15 

Threats $15 

STAR WARS 

Classic Campaigns $13 
DarkSlryder $25 

Deaihstar Companion $13 
Galaxy Guides EA S13 
Imperial EniangiementsSi3 
Kathoi Rill $16 

Miniatures Rules SIS 
Star Wats Hardcover $21 
SlarWarsSourcebook $19 
The Kalhol Outback $13 
TRAVELLER 

Aliens Archive $18 

Central Supply Catalog $18 
First Survey $18 

Starships $18 

Traveller $22 


1 CARD GAMES | 

Magic; Mirage SO 

SB 

Middle Earth Wizard S 

D S9 

Mythos SO 

$7 

Magic Alliances 

S2 

Mao'C Ice Age bp 

$2 

Magic Ice Age SO 

$7 

1 ANIME 1 

Bubbigum Cnsis 

$16 

Dominion Tnk Police 

$16 

Guyver 

$20 

Ina 

$24 

Lodoss War 

$16 

Macross 2 

$20 

Oh My Goddess 

$12 

Project A-ko 

$24 

Robolech 

$12 

Slayers 

$15 




























& Interplay Games, and 
1 1 Year Subscription to C6W 


The Ultimate Games! 


The Ultimate Machines! 



Descent ir“ 

“Great visceral, frantic 
fun that’s full 3-0” 
caw, Rated 8/96 


Shattered 
Steel™ 

“Lighting and motion effects 
are first rate . . . you can jump 
into this gameimmediately” 

CGW, Hands On 8/96 

Descent II: 0 1996 Pfvaitis Sollwfvc. rtolits resencd. Descent sntl Interpi 
I ate irsdemanls of IriieipiayProtluctions. All rights leserve^^ 

I Shattered Steel: 0 1996 BleWam Com. All riohls r 


• Intel 200 Mhz Pentiums 

• 32 MB EDO RAM 

• Diamond 3D Game 
Accelerator PCI Card 

• ATI 3D Rage Graphic 
Accelerator On Board 

• 3.2 Gigabyte Hard Drives 

• NEC Muttispin CD-ROM Drive 


3 Ways to Win 

1 . Look for the PowerPlayers sweepstakes at the WEC PowerPlayer DemoDays at CompUSA. 

2. Go to http://www.interplay.com or http://www. 2 d.com/gaming, www.nec.com, or www.gowebway.com on the world wide web. 

3. Enter Right Now! Return this Official Entry form to: 

Virtual Arcade Sweepstakes, P.O. Box 9007, Farmingdale, NY 1 1 735 

Name 

Address 

City State Zip 

E-Maii Address Phone Number 






ADULTS ONLY - 800 - 273-7910 

P0B0X14 DEPT 10780 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10780 

'SHIPPING: Piloilly Mall In US $2 pec ordei, 2 Day Alt $4 pet ordet. Mall In Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide aliinall $6 per Item. Handling $2 per shipment. Hardware orders may require additional 
shipping charges. Visa, MC and Discover accepted. Price/availablllly may change. All sales linal. Call lot details. Each US order will Include a G month subscription to Computer Games Strategy Plus magatlne, lor 
which $6 of the ordet cost will be allocated. Checks held 4 weeks. Money Orders under $200 same as cash. COD SB. Defectives replaced with same product. Most Items shipped same day. Shipping limes may vary. 



■CYBER PHOTOG- 
RAPHER’ After 
entering the 
MacOaddy cyber- 
studio choose 
from 3 different 
models. Choose 
lighting, camera 
lens, music and 
start on your photographic adventure snapping 
a roll of 36 exposure film. When you finish 
choosing your favorite pictures print out a cal- 
endar. birthday card or Christmas card! CO $49 

■NET EROTIQUE’ 
The future of sex 
is here! Hitch a 
ride on the infor- 
mation super 
highvray to 
Europe with one 
goal In mind. 
Video dialing for 
new Sexcapades with the most gorgeous 
women ever to travel over the hot wire. Log on 
and experience the lust and possibility this 
medium can provide. CD $24 



■VIRTUAL SEX 
SHOOT’ 
Imagine being 
transported to 
a mysterious 
island artd 
having nearly 
infinite possi- 
bilities as you 
create your own visual fantasy by con- 
trolling cameras that are capturing 
every intense moment of highly 
charged erotic sex. CD $44 

'TOKYO NYMPHS’ 
Totally hot Asian 
women are the 
stars In this super 
action packed sex 
lest. All around 
you these sex 
starved, hungry 
and passionate 
women will fight tor, tease and please their 
shared boyfriend. The ultimate voyeuristic 
feast. Watch them in awe as they give new 
meaning to the word “insatiable". CD $16 




$ 24 , 


mVMfi FATALE '^emme fatale 

poR WINDOWS’ 
Build your dream 
girl with Femme 
Fatale! A hot 
adult jigsaw! 
Features Include, 
a long, tantaliz- 
ing all nude 

dec. Also 250 hot 24 
used with included 
BMP, PCX, GIF, TIF, 
d more. CD $24 


full motion strip-tease vi 
bit images of 62 girls 
puzzle. Load/save game. 
DIB. TGA, wav audio an 


'PRIVATE 
INVESTIGATOR' 
Over 15 levels 
of unique full 
motion windows 
arcade action 
will test your 
toughness as a 
P.t,, Here you 
have to fight off martial arts experts, 
enraged slamdunkers and deranged old 
ladles in wheel chairs. But the HARDEST 
part is satisfying the hookers! CD $49 



INTERACTIVE 

MOTION 

STILLS 


AssTroids 

$40 

Bangkok Nights $24 

Adult Image Librry $19 

Buster Cherry 

$45 

‘Big Bust Babes $26 

Adult Palate 2 

$22 

Casting Couch 

$39 

Casting Call 2 $36 

Adult Piet Libr 4 

$19 

Club 21 

$35 

OeepTbrt Gris 4Pk$52 

Amalr Photo Gallry$12 

Club Caterlna 

$29 

Demon School $22 

Asian Pearls 2 

$28 

Club Cyberlesque $29 

Dirty Debutnt 6 Pk $44 

Bankok Beauties 

$19 

Crystal Fantasy 

$29 

Fantascenes $39 

Busty Babes 4 

$39 

Cyber Photographr$34 

Fantasy Lifestyle 2 $19 

Celebrity Nudes 

$25 

CyberStrip Poker 

$36 

Flesh for Fantasy $24 

Domin-A-Trix 

$19 

CyberXperience 

$40 

Ghostly Desires $44 

Elite Cofige Girls 2 $24 

Designer Bodies 

$29 

Girls Doin' Girls 2 $26 

Erotic PlaygroundS22 

Desktop Voyeur 1 

$39 

Glimpses Interactv $19 

Latin Lust 

$29 

Dirty Tricks 

$46 

Hot Wired $26 

Nova Collection 2 

$24 

Diva X Rebecca 

$38 

Immortal Desire $25 

Oriental Stars 

$32 

Dream Machine 2 

$49 

Insatiable $24 

Tabloid Beauties 

$26 

Fantasy Alter Dark $35 

Justine $39 

VGA Photo Disk 

$22 

Fun House 

$39 

Kinky Debulanle 2 $32 

Visions of Erotica 

$28 

Girlfriend Tracy 

$39 

La Blue Girl 3 $22 

GAY 


Heidi's House 

$36 

La Blue Girl 4 $22 


Hot Slots 

$37 

Lap Dancer $25 



Interact Symre Bl 2$49 

Legends ot Porn 2 $19 

Beef 1 

$25 

Intimate Journey 

$24 

Love Bites $26 

Bike Bang 

$20 

Intimate Possbits 

$39 

Mask $19 

Boyfriends 

$20 

Island Girl Resort 

$39 

Menage A Trois $26 

Boys Next Door 

$20 

Japan Interactive 

$44 

Mrphing Babes VI $29 

Boys of Paris 

$17 

Latex 

$44 

Mystique Orient 2 $24 

Cruising Ground 

$20 

Mystik Mistress 

$36 

Natural Instinct $18 

David 

$20 

Nighlwatch Int 3 

$46 

New Machine 6 PK$42 

Dildo Kings 

$18 

Outpost 69 

$40 

Night at Drive-In $19 

OynaStuds 

$36 

Passion Poker 

$29 

Nookle All Nations $16 

Home Boys 2 

$24 

Penthouse lA 6 

$52 

Nova Collection 3 $24 

Manhunt 

$18 

Pleasure Zones 

$33 

Nova Collection 4 $19 

Manpower 

$24 

Poker Party 

$45 

Nova Collection 5 $19 

Men In Motion 

$32 

Porn Mania 

$29 

Novel Desires $33 

Men In Uniform 

$36 

Porno Poker 

$44 

One Nine Hundred $19 

Prime Beef 

$24 

Private Investigtr 

$49 

Only the Very Best $26 

ANIME 


Private PIsr Park 2 $49 

Oriental Action $26 


Private Prison 

$44 

Oriental Diaries $29 



Scissors N' Stones $29 

Oriental Syndrome $22 

Adventure Kid 

$24 

Sex TV 

$39 

Oriental X-Press $22 

Angei of Darkness $24 

Sorority Sex Klltn 

$42 

Pink Lady Dteclive $24 

Demn Beast Invsn 

$24 

Space Sirens 2 

$29 

Platinum Six Pack $42 

Dragon Knight 

$28 

Spy Club 

$32 

Private Collection $48 

Dragon Pink 

$24 

Strip Fighter 

$40 

Private Moments $19 

Elven Bride 

$24 

Strip Poker Pro 

$24 

Putting All Bhnd 2 $24 

F3 

$24 

Strip Poker Pro 2 

$36 

Racquelle in Wild $24 

Guy: Obi Target 

$30 

Strip Tease 

$24 

Red Hoi Pink $19 

La Blue Gir]1-6eaS24 

Time Warp 

$45 

Romsofl Six Pack $39 

La Blue Grl Gift Bx $98 

VGA 6-Pack 

$45 

Romsofl Six Pk 2 $39 

Magical Twilight 

$24 

VGA's Sex 

$29 

Romsofl Three PckS25 

New Angel 

$24 

Vampire’s Kiss 

$36 

Samurai Pervert $49 

Twin Dolls 1 

$27 

Venus Playhouse 

$35 

Savannah SuperslrS24 

Urotskdjl 4 

$24 

Virtual Golden Eye $44 

Secret Garden 2 $19 



Virtual Sex 2 

$39 

Sex 2 $24 

VIDEOS 


Virtual Sex Shoot 

$44 

Sex Games $24 



Virtual Valerie 2 

$36 

Sexy Six Pack $44 

800 Fantasy Line 

$15 

Virtual Victor 

$42 

Seymore Six Pack $39 

Cousin Betty 

$12 

Virtually 'Yours 2 

$39 

Southern Beaulis 2S32 

F...and Lots ol It 

$15 



Sushi Bar Girls $29 

Innrjcence Lost 

$15 

MOTION 

Sweet Juices $16 

Lesbian Nymphos 

$15 



Tokyo Nightlife S48 

My First Time 

$15 

101 Orient Dells 2 

$19 

Tokyo Nymphs $16 

New Babysitter 

SIS 

Adventure Kid 

$22 

Toys Not Boys $29 

Party Stripper 

$12 

Anal Aslan 2 

$25 

Twin Angels 2 $28 

Pink Lagoon 

$15 

Asia X 

$27 

Ultimate Teasers $20 

Sex Symbol 

$15 

Asian Heat 

$24 

Ultimate Tokyo $29 

Snowballing 

$12 

Asian Paradise 

$39 

Virgins Vol 3 $39 

The Clinic 

$12 

Bacchus Six Pack 

$45 

Wager of Love $25 

Young Lust 

$15 


Buy 2 Adult Titles From the List Below and 
get the One of Equal or Lesser Value FREE! 
Amateur Photo Gallery, Crystal Fantasies, Tabloid 
Beauties, Phone Sex, Net Erotique, Swingers Worldwide, 
Sexy Sports Trivia, Glamor Girls & Eruption. 

Request must be made at time of purchase. Quantities limited. Otter sub- 
ject to change or cancellation at any time. Etfective Oct IS - Nev 30 1936. 




‘FANTASCENES’ 
Create countless 
personal visual 
fantasies with 
five of the most 
beautiful women 
in the world! 
You control the 
capabilities in 
this disc of 
explicit, pas- 
sionate eroti- 
cism. CD $39 


'CRYSTAL FAN- 
TASY' Venture 
through the 
cave of lust and 
find the secret 
crystal. Interact 
with the sexiest 
young jewels of 
the MacOaddy 
harem. Take snapshots of the girls and 
play with them in your own private portfo- 
lio. Six highly interactive, three dimen- 
sional gorgeous babes! CD $29 


‘ALL NIGHT 
LONG’ Over a 
M thousand all 
^ { original never 

r n before published 

images. Ail full 
screen, all full 
color, ail differ- 
ent images. 
Beautiful women and couples engaging In 
explicit sex captured on the sets of over 50 
adult motion pictures. Viewer with thumbnail 
menu and slide show feature! CD $16 


$16 


• ' • - A- DIVA X:RffiECGA’ 

After dropping off 
your friend ^ttie air- 
OiVAX port, you chance 

jkjQ upon a lost beauty 

Viltioqueriesforyour 

y know how to get 

to the Avalon 
Agcncy7‘, She asis in a scjy French accenL Being the 
gentleman you are, yoi kindly otter her a ride to her 
destination. Her eyes engage in silent conversation 
with youts. From there - the adventure begins! CD $38 



of the most beautiful girts ir 
desirable poses. Over 40 erotic videos of girls 
ready and availing to reveal their luscious bodies 
for your eyes only. CO $19 



‘PORNMANIA’ 
Your remote con- 
trol guides you 
through the world 
of adult entertain- 
ment. To succeed, 
you must unlock 
several doors by 
mastering adult 
games such as Memory or Maze. Escape from 
the maze to reveal the erotic picture under it. 
Features over 40 different puzzles and over 30 
different animated Porntris scenes. CD $29 
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NECRGDOlWE'" is (eal-iime, 3D, 
fuiurisiic motorized mayhem. Drive 
a powertoi, armored vehicie bristling 
with rtrega-weapons. Win or die in 
30 extremely daunting arenas. 

Cooperative play lets two 
players man a single vehicle — one 
can drive and the other can, blast 
anything that movesi. If your ride 
gels thrashed, don't give up 
— run for your life, commandeer 
another vehicle or continue the 
battle on footl 


Head-to-head and cooperative 
play via modem and network has 
never been easier. Boot up, tog on 
and head out for more gut wrench- 
ing action than you can handlel 


NECRODOME. 

The Drive la Survive. 


Windows® 9$ and 
PlaySraiion'^ CQ-ROM 


©1996 MIndBcapB, (ne. All righb raierved. Mlndscspa Is a registered trademark and Its logo and Neirrodome ate Iradamaiks ol Mindscape. Inc. Windows Is a trademark ot Micrnsolt Corporation. PlayStation 
and the PlayStation logos are trademarks ol Sony Computer Entarlalnmonl, Inc. All other Iradamarks are the properly ol their respective holders. Call 1'80fl-771‘3772 lor tnlormallon on Game Ratings. 
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C omputer game programs have grown so massive and the 
number of hardware configurations has become so huge 
that incompatibilities and glitches are frustratingly common. 


Software fixes, or “patches,” for buggy programs have become 
a necessary evil, and will be until we reach the golden age of 
standardized platforms and bug-free programs. 


Advanced Tactical Fighters 

VI. 14: A general update filled 
with many additions and changes, 
such as weapons performance, 
radar enhancements, joystick sup- 
port, etc. 

AH-64D Longbow V.1.08F 

Updates game to version 1.08. 
Includes many fixes, updates and 
new features, inciuding updated 
flight dynamics, easier hovering 
and autorotation, and new 
rolor/engine sound. 

Back To Baghdad Update: A 

general fix file. 

Battleground: Gettysburg 
V1.21: A massive update file with 
numerous fixes. 

Battleground: Waterloo 

VI. 02: Update has several fixes, 
including correcting PBEM replies 
and other random crashes. 

Chaos Overlords VI. 1: A gen- 
eral update that fixes some bugs 
and makes some Interface changes 
such as a new Search Sites panel. 

Civilization II V2.41: A mas- 
sive upgrade that revises every 
prior version of Civil to 2.41. 

Conquest Of The New World 
VI. 10: A general update, with the 
major addition of Play-By-E-Mail. 

Descent II VI. 1: A general 
update file with many fixes. To 
install, unzip the “d2ptch11.zip” to 
get the “d2ptch11.exe," and then 
run the EXE file, which will install 
the patch for you. 

EF2000 Midlife Upgrade 
V2.02: A patch that balances the 
campaign, with improved Al for 
both the enemy and your wingman. 
Run the "patchef.exe" file to use. 

Fighter Duel VI. 92: A gen- 
eral update that fixes many bugs 
and includes additions such as 
new aircraft and additional ioy- 
stick support. 


Flight Simulator 5.0A 
Update: Includes several hard- 
ware and Al improvements includ- 
ing improved flight equations 
(including stall and spin models), 
Sound Blaster/SB Pro/SB16 
improvements. Improved Joystick 
response, and 320x200 256 color 
VGA mode for faster performance. 
Fixes the “Error 0039" problem 
with Pentiums in VGA mode. 

Heroes of Might and Magic 
for Win95 VI. 1: Fixes a few 
problems in Heroes of Might and 
Magic 1.0, inciuding anomalies 
with the cursor and in the Map 
Editor. 

IndyCar Racing II For 
Windows 95 VI. 01: A general 
update file that includes fixes for 
system crash while exiting and 
modem play bugs. Copy (his file 
into your '‘c:\sierra\icr2” directory, 
run the “w95icr11.exe.” file, and run 
the “patch, exe" command. 

Quake VI. 01: Updates the 
fragfest extravaganza to version 
1 .01 ; Improves the multiplayer code 
for modems. 

Steel Panthers V.1.2: Update 
file fixes map editor, kills a few 
bugs and Improves Al. 

SVGA Air Warrior VI. 16b: 
Fixes another bug In the macro 
engine. 

TacOps VI. 04: General fix file. 
See readme2.wri file after installa- 
tion. 

Top Gun: Fire At Will VI. 1: 

A general patch file that fixes a few 
problems. Examples are: various 
crash problems, missile dodging is 
easier, gun kills are harder to get, 
accurate fuel usage model, and a 
KEY file for the Suncom F-15E joy- 
stick. To install, run the “tgvil.exe" 
file in your Top Gun directory, and 
then type “install" to install the 
patches. Afterwards, type "clean" to 
get rid of the unnecessary patch 
files after installation. 


Virtual Snooker VI. 1: Fixes a 
few bugs regarding modem play, 
and also modifies the Windows 
setup routine. Just unzip the 
"snkr_us,zip" file in the directory 
where Virtual Snooker was 
Installed, and let It overwrite the 
necessary files. 

Warcraft 2 VI. 2: Updates ver- 
sion 1.0 to 1.2. Includes 
"war2kali.exe" for netplay using 
Kali, and the shareware version of 
Kali, Also has IPX network code 
optimized for better performance; 
fixes the Exorcism spell problem, 
and also fixes the error that occurs 
when 255 or more PUD files are In 
the war2 directory. Just unzip the 
‘'wc2_12,zip” file, and run the 
resulting EXE to Install. 


^Publisher Web Sites 

Many of these patches are available directly from the publishers, at the 
following sites: 

Access: http://www.accesssoftware.com 

Accolade: http://www.accolade,com 

Activision: http;//www.activision,com 

Apogee/3d Realms: http://www.apogee1.com 

Bethesda: http://www.bethsoft.com 

Blizzard: http://www,blizzard.com/tech.htm 

Bullfrog: http://www.ea.com/bullfrog.html 

Domark: http://www.domark.com 

EA: http://www.ea.com 

id Software: http://www.idsoftware.com 

interactive Magic: http://www.imagicgames.com/games.html 

interplay: http://www.interplay,com 

Looking Glass: http://www.vie.com/lgt/utilityhtml 

LucasArts: http://www.lucasaits.com 

MicroProse: http://www,microprose.com/mpsfiles.html 

Microsoft: http://www, microsoft.com 

Mindscape: http://wwwmindscape,com 

New World Computing: http://www.nwcomputing.com 

Ocean: http://www,et20QO.com 

Origin: http://www.ea.com/origin.english/index.html 

Papyrus: http;//wwwsieffa.com 

Philips: hltp://spider.media.phi!ips.com/media/games 

Sierra On-Line: http://www.sierra.com 

Spectrum HoloByte: http://www.trek.microprose.com/shfiles.html 

SSI: http://www.ssionline,com 

Take 2: http://weslol.com/'^‘laketwo/ripper.html#patches 

Virgin: http://www.vie.com/html/viesupport.htmi 



SENet 


These palches can usually be 
downloaded from the major on- 
line networks (CompuServe, AOL, 
ZDNet) and Compuler Gaming 
World’s Web Site (httpO/www 
.zdnebcomlgaming) but can also 
be obtained from Individual solt- 
ware publisher's websites or 
direct from the publisher wiih 
proof of purchase. 



THE COMPUTER GAMING POLL • a monthly survey of cgw subscribers 


E ach month, 2,000 CG^N subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the results ot pre- 
vious months to yield a cumulative average for the best plays in gaming. If you receive a ballot please return it with your ratings so that other gamers 
and game publishers can benefit from your experience. 



1 TOP ADVENTURE GAMES 

1 

Pandora Directive 

Access 

8.76 

2 

Gabriel Knight 2 

Sierra 

8.34 

3 

Spycraft 

Activision 

8.00 

4 

Mission Critical 

Legend 

7.71 

5 

Zork Nemesis 

Activision 

7.67 

6 

Full Throttle 

LucasArts 

7.48 

7 

The Dig 

LucasArts 

7.38 

8 

Phantasmagoria 

Sierra 

7.37 

9 

Under A Killing Moon 

Access 

7.32 

10 

Riddle Of Master Lu 

Sanctuary Woods 

7.24 


■l 

You Don’t Know Jack 

Berkeley Systems 

8.06 

2 

Incredible Toons 

Sierra 

7.18 

3 

Incredible Machine 2 

Sierra 

7.17 

4 

Tritryst 

Virgin 

6.86 

5 

Monopoly 

Virgin/Westwood 

6.78 

6 

Connections 

Discovery 

6,71 

7 

Lemmings 3D 

Psygnosis 

6.10 

8 

Lemmings Paintball 

Psygnosis 

5.91 

9 

Gearheads 

Philips 

5.36 

10 

Treasure Quest 

Sirius Publishing 

4,75 


»1 

Wing Commander IV 

EA/Origin 

8.68 

2 

Grand Prix 2 

MicroProse 

8.47 

3 

MechWarrior 2 

Activision 

8.43 

4 

AH'64 Longbow 

EA/Origin 

8.30 

5 

Wing Commander 3 

EA/Origin 

8.28 

6 

EF2000 

Ocean 

8.14 

7 

Silent Hunter 

SSI 

8.01 

8 

U.S. Marine Fighters 

EA 

7.97 

9 

Advanced Tactical Fighters 

EA 

7.95 

10 

NASCAR Racing 

Sierra 

7.77 




\ TOP SPORTS GAMES 

r-M 

NHL Hockey '96 

EA Sports 

7.95 

2 

FPS Football Pro '96 

Sierra 

7.78 

3 

NHL Powerplay 

Virgin 

7.78 

4 

NBA Live '95 

EA Sports 

7.63 

5 

FPS Baseball Pro '96 

Sierra 

7,62 

8 

NBA Live ’96 

EA Sports 

7,61 

7 

Tony LaRussa 3 '96 

Stormfront Studios 

7,57 

8 

PGA Tour Golf 486 

EA Sports 

7.54 

9 

FPS Football '95 

Sierra 

7,44 

10 

Hardball 5 

Accolade 

7.26 


\ TOP STRATEGY GAMES 

Ul 

WarCraft II Expansion Disk 

Blizzard 

9,09 

2 

WarCraft It 

Blizzard 

9,02 


Civilization II 

MicroProse 

8.84 

4 

C&C: Covert Operations 

Virgin/Westwood 

8.62 


Command & Conquer 

Virgin/Westwood 

8.56 

6 

Misslonforce: Cyberstorm 

Sierra 

8.28 


Heroes Of Might & Magic 

New World Computing 

8.10 


Master Of Magic 

MicroProse 

8,09 


Jagged Alliance 

Sir-Tech 

7.92 

10 

WarCraft 

Blizzard 

7.75 



TOP ROLE-PLAYING GAMES 


Might & Magic: Clouds Of Xeen New World Computing 7.67 

Anvil Of Dawn New World Computing 7.46 

Stonekeep interplay 7.21 

Ravenloft: Stone Prophet SSI 6.90 

Wolf Sanctuary Woods 6.21 



\ TOP WARGAMES 

irp 

steel Panthers 

SSI 

8.65 

2 

Panzer General 

SSI 

8.31 

3 

Fit Commander 2: Mission Builder 

Avalon Hill 

8.00 

4 

Battleground: Waterloo 

Talonsoft 

7.85 


Battleground: Gettysburg 

Talonsoft 

7.44 


Stalingrad 

Avalon Hill 

7.28 


Perfect General II 

QQP 

7.12 


Close Combat 

Microsoft 

7.11 


Flight Commander 2 

Avalon Hill 

7.06 

lJL. 

Allied General 

SSI 

6.97 


TOP 100 GAMES 




-k 1 

WarCraft II Expansion Disk 

Blizzard 

ST 

9.09 

51 

CivNet 

MicroProse 

ST 

7.53 


2 

WarCraft If 

Blizzard 

ST 

9.02 


EWJ 1&2: Whole Can O’ Wonns 

Pl^mates 

AC 

7.53 


3 

Civilization II 

MicroProse 

ST 

8.84 


U.S. Navy Fighters 

EA 

SI 

7,53 

A' '* 

Pandora Directive 

Access 

AD 

8,76 

54 

Full Throttle 

LucasArts 

AD 

7.48 

A 5 

The Need For Speed SE 

Electronic Arts 

AC 

8.73 

55 

X-Com: Terror From The Deep 

MicroProse 

ST 

7,47 


6 

Duke Nukem 3D 

Apogee/formGen 

AC 

8,69 

56 

Anvil Of Dawn 

New World Computing 

RP 

7.46 

-k 7 

Wing Commander IV 

EA/Origin 

SI 

8,68 

57 

Battleground: Gettysburg 

TalonSoft 

WG 

7.44 

k 8 

Steel Panthers 

SSI 

WG 

8,65 


FPS Football 95 

Sierra 

SP 

7.44 


9 

C&C: Covert Operations 

Virgin/Westwood 

ST 

8.62 

59 

Magic Carpet 2 

EA/Bullfrog 

AC 

7.40 


10 

Command & Conquer 

Virgin/Westwood 

ST 

8.56 

60 

The Dig 

LucasArts 

AO 

7.38 


11 

Grand Prix 2 

MicroProse 

SI 

8.47 

61 

Phantasmagoria 

Sierra 

AO 

7.37 


12 

MechWarrior 2 

Activision 

SI 

8.43 

62 

Warhammer 

Mindscape 

ST 

7,35 


13 

Gabriel Knight 2 

Sierra 

AD 

8,34 

63 

System Shock 

EA/Origin 

AC 

7.32 


14 

Panzer General 

SSI 

WG 

8,31 


1942 Pacific Air War Gold 

MicroProse 

SI 

7.32 


15 

AH'64D Longbow 

EA/Origin 

SI 

8.30 


Under A Killing Moon 

Access 

AO 

7.32 


16 

Wing Commander 3 

EA/Origin 

SI 

8.28 

66 

Flight Unlimited 

Looking Glass 

SI 

7.31 



Misslonforce: Cyberstorm 

Sierra 

ST 

8,28 

67 

Terra Nova: Strike Force Centaur! 

Looking Glass 

AC 

7.29 


18 

Crusader: No Remorse 

EA/Origin 

AC 

8.26 


Virtual Pool 

Interplay 

SP 

7.29 


19 

EF 2000 

Ocean 

SI 

8.14 


Sim City CD-Rom 

Maxis 

ST 

7.29 


20 

Heroes Of Might & Magic 

New World Computing 

ST 

8,10 

70 

Stalingrad 

Avaion Hill 

WG 

7,28 


21 

Master Of Magic 

MiemProse 

ST 

8.09 

71 

Hyper 3D Pinball 

Virgin 

AC 

7.27 

A22 

You Don’t Know Jack 

Berkeley Systems 

CP 

8.06 

72 

Hardball 5 

Accolade 

SP 

7.26 


23 

Silent Hunter 

SSI 

SI 

8.01 

73 

U-Boat II: Drumbeat 

Deadly Games 

SI 

7.25 


24 

Fit Comnder 2: Mission Builder 

Avalon Hill 

WG 

8.00 

74 

Riddle Of Master Lu 

Sanctuary Woods 

AD 

7.24 



Spycraft 

Activision 

AD 

8,00 

75 

Stonekeep 

Interplay 

RP 

7,21 


26 

U.S. Marine Fighters 

EA 

SI 

7.97 


Ripper 

Take 2 

AO 

7.21 


27 

Advanced Tactical Fighters 

EA 

SI 

7,95 

77 

Incredible Toons 

Sierra 

CP 

7,18 



NHL Hockey ’96 

EA Sports 

SP 

7.95 

78 

Incredible Machine 2 

Sierra 

CP 

7.17 


29 

Jagged Alliance 

Sir-Tech 

ST 

7,92 


Aces Of The Deep 

Sierra 

SI 

7,17 


30 

Dark Forces 

LucasArts 

AC 

7.90 

80 

Caesar II 

Sierra 

ST 

7.15 


31 

Battleground: Waterloo 

TalonSoft 

WG 

7.85 

81 

Heretic 

id/Raven 

AC 

7,14 


32 

Doom II 

id Software 

AC 

7.79 

82 

Star Ttek: TNG, Final Unity 

Spectrum HoloByle 

AD 

7.12 


33 

FPS Football Pro ’96 

Sierra 

SP 

7.78 


Perfect General 11 

OOP 

WG 

7.12 



NHL Powerplay 

Virgin 

SP 

7,78 

84 

Close Combat 

Microsoft 

WG 

7.11 


35 

NASCAR Racing 

Sierra 

SI 

7.77 


F. Thomas "Big Hurt” Baseball 

Acclaim 

SP 

7,11 


36 

WarCraft 

Blizzard 

ST 

7.75 

86 

Flight Commander 2 

Avalon Hill 

WG 

7,06 


37 

Mission Critical 

Legend 

AD 

7.71 

87 

Relentless 

EA 

AO 

7.02 


38 

Warlords 11 Deluxe 

SSG 

ST 

7,69 

88 

Rayman 

Ubi Soft 

AC 

7.00 


39 

The Need For Speed 

EA 

AC 

7.68 


Back To Baghdad 

Military Simulations 

SI 

7.00 


40 

Zork Nemesis 

Activision 

AO 

7.67 


Fire Fight 

EA 

AC 

7.00 



Might & Magic: Clouds Of Keen 

New World Computing 

RP 

7,67 

91 

Apache 

Interactive Magic 

SI 

6.97 


42 

NBA Live ’95 

EA Sports 

SP 

7,63 

92 

Conquest Of The New World 

Interplay 

ST 

6.97 


43 

FPS Baseball Pro '96 

Sierra 

SP 

7.62 


Allied General 

SSI 

WG 

6.97 


44 

NBA Live ’96 

EA Sports 

SP 

7.61 

94 

Legends Of Kyranida 3 

Virgin/Westwood 

AD 

6,94 



Descent II 

Interplay 

AC 

7.61 

95 

Earthsiege 2 

Sierra 

51 

6.91 


46 

Fantasy General 

SSi 

ST 

7.59 

96 

Ravenloft: Stone Prophet 

sst 

RP 

6.90 


47 

Tony LaRussa 3 '96 

Stormfront Studios 

SP 

7.57 

97 

Destruction Derby 

Psygnosis 

AC 

6,88 


48 

Wings Of Glory 

Origin 

SI 

7.55 

98 

Chronomaster 

Intracorp/Capstone 

AD 

6.86 



Nexen 

id/Raven 

AC 

7.55 


Magic Carpet 

EA/Bullfrog 

AC 

6.86 


50 

PGA Tour Golf 48\6 

EA Sports 

SP 

7.54 


Tritryst 

Virgin 

CP 

6.86 


Games on unnumbered lines have scores equal to the line above. Top game of type. Red = New Game, AD = Adventure, RP = Role Playing, SI = Simulation/ Space 
Combat, ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame, 
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MARTIN CIRULIS 


Ifs Been The 
Best Of Times, ^ 


ifteen years ago I 
was going crazy in 
a one-horse town 
in British 
Columbia, and 
one of the few 
things that kept 
me going was 
computer and video games. These 
were the days when an Apple was like 
something out of Forbidden Planet. 
and a tabletop Asteroids was the Altar 
of Infinite Quarter Sacrifice. Computer 
games were just hitting the market in 
plastic bags and stored on audio tape, 
ASCII characters doubled as comput- 
er graphics, and the first Star Fleet 
game was worth hours of amusement. 
It would be another couple of years 
before I would see actual graphics on 
anything other than a cartridge game. 

Now it's 15 years later, and I type 
this on a Pentium 150 with more 
memory than the mainframe we went 
to see on junior high school field trips. 
Sometimes it seems like another 
world, but there's been a helluva lot 
that's gone on in between, so here's a 
list of my personal highs and lows. 

THE BEST 

1. Playing endless hours of Polaris, 
a Missile Command clone, on the first 
Color TRS-80 at a buddy's house. 

2. Getting my first computer, a 
Commodore 64 with a real disk drive. 

3. Playing MULE with some friends 
and realizing that multiplayer is best. 

4. Playing an overhead-view chop- 


per game for the C-64, and realizing 
that arcade action could still be intri- 
cate and interesting. 

5. Blowing $200 for a 300-baud 
modem for the C-64. and thinking 
what an incredibly cool gadget it was. 

6. Playing endless games of 
iMPERiuM Galactium from SSL A space 
war experience that really hasn't been 
equaled by an SF wargame since. 

7. Selling the C-64 and looking in 
awe upon the Atari ST 1 had gone 
halters on, with every penny I had. 

8. Programming my version of Star 
Fleet Bahles, and realizing just how 
fast a 16-bit processor was. 

9. Watching my girlfriend play 
Leather Goddesses of Phobos in 
female mode and laughing my guts 
out, little realizing it wras one of the last 
times game developers would give 
women any credit. 

10. Becoming addicted to Rogue, 
mapping out Dungeon Master with the 
help of another girlfriend, and endless 
hours with my friends playing Empire, 
watching the automated efficiency of 
FredWorld, all on that old ST. 

11. Discovering the incredible world 
of Air Warrior on GEnie. 

12. Seeing Wing Commander run- 
ning in a software store and knowing 
that 1 had to have it. (A year and a half 
later my wife and I spent every penny 
to purchase our first IBM, a 386-33- 
and Wing Commander ms ours.) 

13. My wife coercing me to write a 
nasty letter to CGW about Mantis 
Experimental Fighter, and editor Chris 


Lombardi liking the style and inviting 
me to review for the magazine. 

14. Playing my first cooperative net- 
work game of Doom. 

15. Watching my five-year-old 
daughter play Toy Story CD on her 
very own computer, which is a thou- 
sand times more powerful than any- 
thing I ever dreamed of 15 years ago. 

After play- 
ing MULE With 
some friends, 

I realized that 
multiplayer was 
the best. 77 

THE WORST 

1. Spending countless hours load- 
ing PouRis into that color TRS-80 
from a tape deck. 

2. Realizing that there was no way 
on earth to network the CBM's in my 
high school to create a multi-crew 
position space sim. 

3. Wasting countless hours of my 
life walching Ihings load from that C- 
64 floppy drive, a process only slightly 
faster than typing the code in yourself. 

4. Upgrading to the ST and leaving 
Imperium Galactium behind forever. 

5. Getting a $300 VISA bill tor play- 
ing Air Warrior on GEnie. 


6. Watching Atari screw over the ST 

7. Watching the ever-growing list of 
extremely cool games coming out for 
the IBM and accepling that they were 
never going to be translated to the ST 

8. Mantis Experimental Fighter from 
MicroProse. 

9. Realizing I was going to have to 
upgrade my 386-33 before I was even 
finished paying it off, and that I would 
get $25 for the old processor and 
motherboard, if I were lucky. 

10. Watching Sid Meier become a 
design god as he produced one need- 
lessly single-player strategy game after 
another, forgetting'what made the 
early strat games great and setting a 
trend that has only recently begun to 
change. 

11. Almost anything from Merit 
Software. 

12. Outpost from Sierra, after they 
had ruined the game's potential by 
overriding the designer’s cool design, 
which I had previewed the year before. 

13. Watching a guy from another 
game magazine get away with giv- 
ing Ascendancy a 92 percent review, 
just as his Strategy Guide was 
released. 

14. Watching as one cool SF strate- 
gy game after another is delayed or 
canceled (Pax Imperia, Mech Lords...). 

15. Seeing 15 years of advance- 
ment in computer gaming reduced to 
endless, hopelessly adolescent blood- 
n-gore ads, until you can't tell us from 
the much-foo-sugary-breaktast-cereal 
cartridge gaming crowd.'t 
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Play the demo, 

available at 
http://www.accalade.coiii 

ON-LINE D|iyiO AVAILABLE NOWI 

,,4^10011 for it at your favorite yarning retailer. 

^^Erariicator Hiats & .TipB| Call AaooladD DIreot 

1-900-4S4-HINT 

iBB/MliiatB- II goii iit ander IB, pit'adi gel yaur gsrsnli' parnlsslofl before mailing this cell. 


Micalor, Accolado 




demarks are of their respective 
Actual screen shots may vary. 

or more information. 


Call 1-800-245-7744 to order 
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